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STREET FIGHTER WW TERNINOLOGL 


Before beginners can use the strategies, combos, and tactics presented in this guide, it's important to learn the common vocabulary of the Street Fighter II community. This language consists of not only official terms, but also 
naming conventions coined by various players as new techniques were created and explained. Learning these basic terms also provides a solid understanding of the core strategic concepts to construct effective gameplans. 


BASIC ABILITIES 


Despite the diversity found in the Street Fighter cast, each fighter shares 
the same control configuration and, therefore, the same basic move set. 
These moves are divided amongst several categories, each with distinct 
properties separating them. 


NORMAL MOVES 


Normal moves are attacks that require no control pad input. For exam- 
ple, when you press HP your character responds with a Hard Punch. 
Normal moves are great for stopping special normals or special moves. 
Normal moves come in four basic groups, including: crouching normals 
(hold + on the control pad), close normals (close to an opponent), far 
normals (at a distance from an opponent), or jumping normals (in the 
air, pressing a punch or kick button), 


SPECIAL NORMALS 


Special normals are moves that require one controller motion plus a but- 
ton. As on example, fry Chun Li’s + + HK. This makes her perform a 
Knee Flip Kick high into the air over opponents. These moves aren't part 
of the four basic groups of normal moves that each character has in 
common. Almost every character has one (or more) of these moves, so 
learn to utilize them. 








SPECIAL MOVES 


Special moves are moves that require multiple controller inputs plus a 
punch or kick at the end of the last input. These are powerful attacks 

: that inflict o lot of damage to an 
opponent. Almost all special moves 
can be used at the end of a combo 
for big finish. Special moves also 
cause block damage, so be wary of 
blocking an opponent’s special 
moves when your character is low 
on health. 





SUPER COMBO 


Super combos only exist in Super Street Fighter I! Turbo. These attacks 
have special properties that- usually consist of one (or more) special 
moves that are modified to have shadows behind them. Almost all sof 
these attacks can be used in a combo, and some can be followed up with 
normal or special moves. All super combos have invincibility frames at 
the beginning, so they cannot be stopped before they reach their attack 
phase. Also, all super combo attacks require a full Super Meter, and the 
attack drains the entire meter upon execution. 





THROWS 


Throws are performed by pressing + or « along with a medium punch, 
hard punch, medium kick, or hard kick (depending on the character). 
Throws are instantaneous and unblockable, but they cannot be used 
while an opponent is reeling from an attack or stuck in a block anima- 
tion following a blocked attack. Ground throws cannot be used against 
airborne opponents, Therefore, it’s possible to escape every throw 
attempt by using a properly timed counter-attack with invincibility 
frames (such os Guile’s Somersoult Kick or M. Bison’s Knee Press 
Nightmare). Any throw with multiple hits is not techable, and only Super 
Turbo characters have the ability to tech a throw. 





BLOCK DAMAGE 


Block damage is a term used to describe the damage dealt by a blocked 
special move, An attack’s block damage is usually a small fraction of its 
actual damage (the damage that would normally be dealt if the attack 
were not blocked). However, a cornered opponent forced to block mul- 
tiple special moves without a safe means of escape will quickly lase a 
significant portion of life. Super combos also deal block damage when 
they are blocked. 





INVINCIBILITY FRAMES 


Some special moves and super combos have invincibility frames, usual- 
ly at the beginning of the attack. During this short period of time, the 
character becomes invulnerable to all attacks. A great example of this 
is Chun-Li’s super combo (Senretsukyaku) where she unleashes six kicks 
in a row. She can pass through projectiles by performing this super 
combo at the last moment, and proceed to pummel her surprised oppo- 
nent. Special moves such as Ryu’s Tatsumaki Senpukyaku (from Street 
Fighter I! Turbo) also have invinci- 
bility frames. In this case, the short 
invincibility period begins when Ryu 
leaves the ground and lasts until he 
starts to spin around in the air. With 
proper timing, this move can be 
used to pass through projectiles or 
escape any throw setup. 
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BASIC COMBO THEORY 


i © & simplest terms, a combo is a series of attacks that cannot be blocked or escaped from once the initial attack connects. Standard ground combos end when an opponent is allowed enough time between hits to recover 
sed block), or when the opponent is pushed out of otfack range. With the exception of a special set of moves available in Super Street Fighter II Turbo, no attack can hit the opponent following a knockdown. The challenge 
= constructing powerful combos lies in avoiding these limitations for as long as possible. Although it's impossible to catalogue every possible combo, most combos are composed using o relatively small set of simple techniques. 


















y Spderstanding these principles is the first step in creating new and interesting combos. 
: RAPID-FIRE WEAK ATTACK COMBOS CANCEL COMBOS 
Most characters have at least one standing or crouching light attack that + One of the groundbreaking features of the Street Fighter I! game 
P can be chained into another, known as a rapid-fire weak attack. A engine is the ability to “cancel” normal attacks. A cancel is the inter- 
. “chain” is the interruption of one ruption of a normal attack into a special move. Not all normal moves 
7 normal move by using another nor- can be cancelled, and some characters have different sets of normal 
‘ mal move. The only characters with- moves that cancel from one version to the next. 
® out any rapid-fire weak attacks are 
} £. Honda, Blanka, Dhalsim, Vega, 
4 H and Sagat. 
' 
AFTER LANDING KEN'S CROUCHING 
MK. vou Simbly NEED 70 Com- 
PLETE THE HADOKEN MOTION TO 
| TRUNCATE THE CROUCHING MK 
' | RECOVERY ANIMATION AND SCORE A 
L TWO-HIT CANCEL COMBO, 
7 << ~ 
r j PRESSING THE CROUCHING LP BUT- 


TON REPEATEDLY WITH ZANGIEF 
yietos 4 Four~ or Five-wiT raero-| SUMP ATTACK COMBOS 


FIRE WEAK ATTACK COMBO BEFORE AN’ Jump attacks make excellent combo 
OPPONENT 18 PUSHED OUT OF RANGE, ) /\ openers for a number of reasons, 


including: they cause a lengthy hit 
stun; they don’t push an opponent 
back very far; and they permil 
another attack almost immediately 
upon landing. A common miscon- 
ception is that it’s always necessary 
fo perform a “deep jump-in” attack 
=>) (an air attack performed as late as 
“Aa possible). While this method allows 
s] for more time fo follow up with a 
ground attack, it also pushes the 
opponent further away froft ‘the 
attacker. On the other hand, a “high 
jump-in” (an air attack performed 
as early as possible) leaves the 
attacker some air time to land clos- 
=) er to the opponent, but tightens the 

| timing on the follow-up ground 
attack. 





ei i 


LINK COMBOS 


Many attacks cause such a long hit stun and recover so quickly that an 
opponent is left reeling long after the attack animation finishes. You can 
follow the natural end of one move with another move, so that the two 
register as a combo. This is known as a “link.” 





* 





k /7°9 EASY TO FOLLOW ANY OF. | 
RYU'S JUMPING HPS WITH HIS 


ITS POSSIBLE TO LINK BLANKAS closé sTanoine HP, HOWEVER, 
: CLOSE STANDING MP WITH (TS WISE 70 ONLY FINISH WITH HIS 
ANOTHER CLOSE STANDING MP. LP SHORVUKEN IF THE COMBO IS 
THEN LINK INTO HIS CROUCHING HK. | STARTED WITH A HIGH JUMPIN HP, | 
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ADVANCED COMBO TECHNIQUES 


An “illegal cancel” is something like crouching LK, crouching LK, crouching LK, or Flash Kick. Normally, the game doesn't allow rapid-fire weak attacks to be canceled after they have been chained together. However, you can 
utilize the Renda Kara technique to circumvent this rule. Although it’s not necessary to master these techniques to be successful against most opponents, many players find them interesting intricacies of the game engine, “ 


CROSS-UP JUMP ATTACK COMBOS 


Some jump attacks can hit an opponent from in front of and behind an 
opponent. Jumping over an opponent and connecting with this type of 
air attack while facing the wrong way is known as performing a “cross- 
up” jump attack. Since cross-ups are performed while facing away from 
an opponent, they pull the opponent foward the attacker instead of 
pushing them away. This creates opportunities for longer combos than 
normal compared with frontal jump-in attacks. 








You CAN CANCEL T, HAWKS 

STANDING MAK INTO HIS. 2-HIT 

HP THUNDERSTRIKE FOR A 3-HIT 
COMBO, ADDING A FRONTAL JUMP-IN 
MEK 70 THE BEGINNING OF THIS 
COMBO CAUSES THE SECOND HP 
THUNDERSTRIKE HIT TO WHIFF, ON 
THE OTHER HAND, PERFORMING A 
CROSS-UP JUMP-I MAK RESUTS IN A | 
GUARANTEED 4-HIT COMBO, 


} 
A 





CORNER COMBOS 


Attacks performed mid-screen push an opponent away from the attack- 
er. Similarly, attacks performed against a cornered opponent push the 
attacker away. The main advantage 
of “corner combos” stems from a 
rule regarding projectile attacks 
(such os Guile’s Sonic Boom or 
) Sagat's Tiger Shot). 












Although projectiles typically push 
an opponent back, performing them 
against cornered opponents does 


not push the attacker away. Characters with quick projectile recovery 
can use this convention to follow the projectile up with another attack 
against cornered opponents. Furthermore, the corner provides a bound- 
ary necessary for several important juggle combos. 





SSS OO eee 
WITH THE PROPER SPACING, YOU 
CAN CANCEL CHUN-LIS STANDING 
HP (N70 HER MP KIKOKEN AND 
STULL HAVE ENOUGH TIME TO LINK A 
CROUCHING MAK FOR AN IMPRESSIVE 
CORNER D1Z2Y COMBO, 4 





JUGGLE COMBOS 


Super Street Fighter II Turbo was the first Street Fighter game in which 
opponents could legitimately get hit multiple times while in the air or 
after a knockdown attack. This “juggle combo” system follows very strict, 
well-defined rules. Certain moves are assigned specific constant juggle 
potentials, which limit the number of juggle hits they can perform. 


Most super moves have a juggle potential equal to the number of times 
they hit, and this property even extends to an exclusive group of spe- 
cial and normal attacks. To start a juggle combo, you must knock your 
opponent into the air by a move with non-zero juggle potential. After 
doing so, the opponent may be juggled for a maximum number of hits 
equal to the juggle potential of the attack used. 


M. Bison’s Knee Press Nightmare is a 4-hit super move with a juggle 
potential of four. Connecting this attack against a grounded opponent 
causes a knockdown on the final hit, creating a juggle setup. M. Bison's 
jumping MP has a juggle potential of two. Following his Knee Press 
Nightmare, use two jumping MP attacks to juggle the opponent for a 
total of six hits. Upon reaching the two juggle-hit limit, ony further 
jumping MP attacks will fail to connect against the falling opponent. 



















As a counter-example, it’s impossible to juggle after M. Bison's Double 
Knee Press special because it has zero juggle potential. Therefore, it 
does not qualify as a valid juggle setup, even though it knocks the oppo- 
nent just as high into the air as his Knee Press Nightmare. 


SUPER CANCEL COMBOS 


Since super combos require such lengthy input sequences, it's nearly 
impossible to perform “super cancels” in the same way that a special 
move cancels. The timing is simply too difficult to be practical. 
Therefore, it’s necessary to-incorporate the desired normal attack 
halfway into the super move command. The specific methods vary 
greally from super combo to super combo and with each normal that is 
canceled. With a little experimentation, it’s easy to find the best method 
for performing any desired super cancel. } 








































70 CANCEL SAGATS CROUCHING 
MK INTO THE TIGER GENOCIDE 
SUPER COMBO, YOU MUST PERFORM) 

| A QUICK 4, », + MOTION FOLLOWED BY 
| A SHORT PAUSE TO AVOID EXECUTING AN 
| ACCIDENTAL GROUND TIGER SHOT AND | 
AIMISH WITH + *# MK t+ RK 


— 
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RENDA KARA CANCEL COMBOS 


In general, the Street Fighter II 
game engine does not allow a rapid- 
fire weak attack to be canceled into 
special moves or super combos if it 
has been used in a chain combo. The 
easiest way to overcome this obsta- } 
deis to alternate between crouching 
and standing light attacks on the hit 
before the cancel. This isn’t a viable 
option, however, against crouching 
opponents because the necessary 
standing light attack will miss. 


The advanced solution, called 
“Renda Kara" canceling, is to per- 
form the desired number of rapid- 
fire weak attacks, then chain them 
info one more weak attack but can- 


















= ® into the target special or super combo before it animates. Although 
sestering this method requires extensive practice, it’s a powerful and 


CPS1 CHAIN COMBOS 


Of the five games contained within Hyper Street Fighter I! Anniversary 





seescte technique. Since the final light attack is not meant to connect, 


Beds con oven se ght atiedks tht cre not nerve conceabla Collection, the first three games were produced for Capcom's CPS1 hard- 


ware and the final two for Capcom's (PS2 hardware. Street Fighter Il 
Street Fighter Il Champion Edition, and Street Fighter II Turbo all shared 
a peculiar glitch known as the “CPS1 - 

chain,” whereby rapid-fire light kick 
attacks could be chained into medi- 
um and hard punch attacks. 































Following any crouching rapid-fire 
light kick attack, you could press 
standing LK + MP or LK + HP to 
cause a chain into that attack. The 
timing is the same as chaining 
rapid-fire light attacks. Oddly 
enough, standing light attacks can 
only be chained into crouching 
medium and hard attacks, while 
crouching light attacks can only be 
chained into standing medium and 
hard attacks. Those characters who 
do not have rapid-fire light kick 
attacks do not have this ability. 


AFTER CHAINING THREE CROUCH~ 

Me LK arTacKs, TAP LK ONE | 

MORE TIME AND ALMOST SIMUL- | 
TANEOUSLY PRESS + + HK 70 RENDA | 
KARA CANCEL INTO GULES HK 
SOMERSAULT KICK FOR A 4-HIT 
COMEO, VIHAT MAKES THIS COMBO 
EVEN MORE INTERESTING 18 THE FACT 
THAT GUNES CROUCHING LK ISNT A 
CANCELABLE NORMAL MOVE, 


DEFENSIVE ABILITIES 


The decision to block high, low, or the opposite direction is a huge factor in every match. Most standing attacks 
are blocked high by holding « or low by holding ». Most crouching kicks hit low, so hold to block them. 
To block jumping attacks, hold +. 


CROSS-UP DEFENSE 


If an opponent jumps over your 
character and attempts a cross-up |e 
attack, the correct block direction 








BLOCK STUN 


Following any blocked attack, the defending character is stuck in block 
animation for a fixed period of time. This condition, known as “block 
stun,” varies in duration based upon the strength of the blocked attack. 


when the hit occurs. If the cross-up 
connects before the attacker makes 
it to the other side, hold « to block 
it, just like a frontal jump-in attack. 
If the cross-up connects after the 
defender turns around, it must be 
blocked high in the opposite direction. 


TURTLING 


A player who does too much block- 
ing is sometimes referred to as a 
“turtle.” This term refers to 0 defen- 
sive style of play that relies on posi- 
tioning, patience, and safe moves to 
slow down the pace of the game. 


This glitch was removed during the transition to CPS2, and therefore 
making it absent from the Super Street Fighter Il and Super Street 
Fighter I! Turbo characters in the Hyper Street Fighter Il Anniversary 
Collection. 


CROUCHING LK, ITS POSSIGLE TO 

CPST CHAIN INTO HIS STANDING 
HP by USING THE LK + HP INPUT, 
THIS CAN FURTHER CANCEL INTO AN 
HP HA00KEN! THIS POWERFUL 3- | 
HIT COMBO USUALLY OIZZIES ANY 
OPPONENT, : 


V AETER conmecTMg with Rvs 








"Ps 


M. BisoW FROM STREET FIGHTER 

YM Cuaron EDITION HAS A SET 

ORDER OF MOVES THAT CAN KEEP 
AN OPPONENT IN BLOCK STUN FOR THE 
ENTIRE GAME, PERFORM A SCISSOR 
Kick, CROUCHING MK, LK LP PsycHo | 
CRUSHER, LK, LK Scissor Kick (Over 
AND OVER), YOUR OPPONENT Wilt HAVE 
FEW OPTIONS TO ESCAPE A SLOW DEATH 
BY BLOCK DAMAGE, 
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TICK-THROW 


While keeping an opponent in block stun, follow up any attack by imme- 
diately throwing them. This is known as “tick-throwing.” This usually 
involves using on LP or LK attack to put the character in block stun, then 
moving forward to throw them. This is one of the harder attack 
sequences fo escape. 





THROW ESCAPE 


To combat an over-reliance on throwing, a throw escape system was 
added that reduced throw damage in half. This is known as “teching.” 
To perform it, input a throw command immediately after being thrown. 
This enables the defender to escape the throw and fly into the air 
halfway, only taking half damage. It takes time to master the timing for 
this technique, but it is a great skill to learn. 





WALKING UNDER JUMP-INS 


When using o character with excellent walking speed (such as Chun-Li 
or Vega), walking under jump-in attacks becomes a very effective air 
defense tactic. This technique enables you to avoid the opponent's attack 
and gives you the initiative. Use it to set up big damage by tricking an 
opponent into blocking the wrong way at the lost moment. Most char- 
acters con walk under a character with on extremely slow jump (such as 
M.Bison or Chun-Li). 





SACRIFICE THROW 


Another great technique is the “sac- 
rifice throw,” otherwise known as |e 
“toking the hit.” In some instances, |e 
getting hit by an opponent's attack 
early enough enables you to recov- 
er first—and throw them—before 
they can follow up with another 
attack. This is great when an oppo- 
nent performs an early jumping HK 
in an attempt to counter your char- 
acter’s anti-air options. By walking 
directly into the attack without | 
blocking, you will be free to throw 
them first as they land. This tactic is 
also extremely useful in getting out 
of cross-up situations. 
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REVERSAL 


A “reversal” occurs when a special move or a super combo is performed 
in the first instant Following hit stun, block stun, knock down, air reel 
animation, or throw tech. Air reel animation is simply when a character 
gets hit in the air by a non-knockdown attack. The character basically 
does a backflip and becomes invincible until he or she lands, Each time 


a reversal is performed, the game notes it with a congratulatory mes- . 


sage and bonus points. Performing a reversal attack with invincibility 
fromes is the only guaranteed counter to a tick-throw. 





WAKE-UP SITUATIONS 


Each time your character gets 
knocked down, your opponent gains 
the opportunity to establish perfect 
spacing for an attack. In each case, 
you must get your character to f= 
stand up without getting hit by prop- 
erly defending him or her. This situ- 
ational guessing game is often 
referred to as “wake-up.” 


One of the most valuable defensive F 
tools in this situation is the wake-up 
reversal. This term refers to a spe- 
cial move or a super combo per- 
formed as soon as the rising anima- 
tion finishes. By performing a wake- 
up reversal (using a special move 
with invincibility frames), the 
defending player is guaranteed priority against any throw attempts or 
normal attacks. Characters from Super Street Fighter I! Turbo can per- 
form a reversal super combo on wake-up. This is extremely useful in 
corner situations, when both players are low on health, 


Apart from performing a reversal, another wake-up option is to block 
patiently. Wake-up reversals are good for countering an opponent's 
attacks, but they leave you vulnerable if your opponent chooses to wait 
for them instead of attacking. Blocking will defend against any normal 
attacks, gradually pushing you away from the attacking character. As 
long as the attacker does not attempt a throw, you will be safe. 


TRAPS 


Character’s like Ryu and Ken have 
Hadoken “traps.” A trop is any 
repeatable pattern of attack that 
limits an opponent's options, leav- 
ing the defending player at a strate- 
gic disadvantage by rewarding the 
attacking player with sustained ini- 
tiative. 





Predicting the attacker's next 
move—ond taking ihe safest 
course of action to avoid it—is the 
only way fo escape good traps. 
Sometimes the best option is to give 
up the block damage and wait until 
the attacker becomes repetitive and 
predictable. 











CONSIDER THIS EXAMPLE: RYU 
KNOCKS DOWN YOUR CHARACTER IN | 
THE CORNER AND THROWS A 

HADOKEN THAT HITS YOUR CHARACTER 

ON WAKE-UP, YOUR OPTIONS ARE! 

BLOCK, GET HIT, OR JUMP, TE YOU 

BLOCK, RYU CAN THROW ANOTHER 

HADOKEN UNTIL YOU JUMP, [EF YOU 

GET HIT, RYU STILL HAS AN ADVANTAGE 

(HE CAN THROW MORE HADOKENS), [F 

YOU JUMP, RYU CAN UILLEASH HIS 

SHORYUKEN, USE A SUPER COMBO ON 

WAKE-UP, HOWEVER, AND ITS IMVINEl- 

BILITY FRAMES Witt ALLOW YOU 70 GO 

THROUGH HI$ HADOKEN AND PUT HIM 

OW THE DEFENSIVE, 





ADVANCED TACTICS 


‘ Although a solid knowledge of the basic offensive and defensive tools 


will enable you to defeat most beginners, it won't be enough to take on 
intermediate ond expert players. This final section is dedicated to 
advanced factics to help you defeat any opponent and, more impor- 
tantly, to help you understand why you lost. 


Advanced gameplay involves several tactics to win. Most players will use 
a barrage of normal moves instead of just doing special moves. Using 
safe mid-range or long range attacks is known as “poking.” Many spe- 
cial moves take much longer to recover than normal moves. As such, 
they are more risky against experienced players who know the proper 
counter-attacks for them. Since poking is rather easy and safe to do, it 
is more common than a lot of the other techniques. 








VEGAS LONG-RANGE CROUCHING * 


LP ENABLES HIM 70 CONTINYU- | 
OUSLY BARRAGE ANY OPPONENT 
WITH ANNOYING POKES, THIS MAKES | 
(TF VERY DIFFICULT FOR AN OPPONENT | 

70 GET CLOSE 70 VEGA OR PERFORM 
SLOWER ATTACKS, SUCH AS THROWING 
PROJECTULES, J 


\ 












Whe coking requires knowledge of attack speeds and recovery rates, 

seeina” focuses on attack ranges ond positioning. The primary goal 
‘= & fo acquire and maintain certain positions on-screen that are 
Seereble fo your character's arsenal, but unfavorable to your oppo- 
seers character. A character's best zoning distance is offen equal fo the 
smee of that character's longest poke. 





R Wuilé CHun-lls MOST EFFECTIVE 
bY) 20NINC RANGE 18 WITHIN STRIKING 
DISTANCE OF HER STaNOING MP, 
DHALSIM HAS A ZONING ADVANTAGE OF 

ALMOST THREE-QUARTERS SCREEN DI§- 
TANCE FROM AN OPPONENT, IW FACT. 
DHALSIM’S LONG-RANGE LIMES ENABLE 
HIM TO THREATEN AN OPPONENT FROM 
SUCH A LONG DISTANCE THAT ITS OIF- 
FICULT TO ZONE AGAINST HIM, 





FOOTSIES 


ls difficult to mount an effective 
long-range zoning gameplan against 
characters who have a strong attack 
range advantage. In such cases, if 
becomes necessary to play “foot- f 
sies." The term footsies is basically 
subset of zoning that is focused pri- 
marily on close-range normals, 
where the most common goals are to 
knock the opponent down and set up 
cross-up opportunities. 


Staying within close proximity 
reduces the advantages present in fp 
an opponent's long-range normals. FB 
It creates a sense of anxiety ond 
pressure for an opponent, who now 
risks damage to a much greater 
degree than facing your character at a great distance. Although such 
close proximity places your character in danger as well, it's a strategic 
sacrifice that is necessary to maximize your character's close-range arse- 
nal. 


fan opponent attempts a slow, long-range attack to push you away and 
force you to block, attempt a crdss-up to force the opponent into a dif- 
ficult guessing game. If an opponent attempts a quick short-range 
attack instead, stay just outside of the attack’s range and use a crouch- 
ing HK to counter attack when it whiffs, or foils to make contact. 
Knocking down an opponent in this way creates an advantage for the 
offensive player by allowing for a guaranteed cross-up or a tick-throw 
attempt. 






SINCE GUILE’S NORMALS HAVE A 

GREATER RANGE THAN RYU'S, ITS 

(IMPORTANT FOR RYU TO STAY 
CLOSE TO GUILE AND PLAY FOOTSIES, 
lE GUILE TRIES TO PUSH RYU AWAY 
WITH HIS CROUCHING MK, Ryv 
SHOULD WALK BACK 70 FORCE IT 70 
WHIEF ANO PUNISH IT USING HIS 
CROUCHING HK SWEEP, [F GUILE TRIES 
70 THROW A Sonie BOOM, RYU CAN 
JUMP OVER IT AND GO FOR A CROSS- 
UP ATTACK, IE GUILE BECOMES RELUC- 
TANT 70 ATTACK, RYU CAN SIMPLY 
(CH FORWARD AND THROW HIM, THIS 
ENTIRELY CLOSE-RANGE GUESSING GAME 
18 KNOWN AS FOOTSIES, 





“Mind games” are the most important part of Street Fighter Il. By tak- 
ing this approach, it’s possible to make an opponent think that you will 
do a certain move, or series of moves, but instead do something differ- 
ent. By making an opponent do what you want them to do, you will be 
in control of the entire match. Keep track of your opponent's habits and 
patterns. Along the same lines, break free from your own patterns. 





a 
\ FIRST, ESTABLISH A SIMPLE PAT- 
\' yy TERN USING KEN AS AN EXAMPLE 
(SUCH AS JUMP I) HK. CROUCH- 
6 LK cRovcHING MWK. HADOKEN) 
BY PERFORMING THIS SERIES OF 
MOVES TWO OR THREE TIMES, WHEN 
YOUR OPPONENT GROWS ACCUSTOMED 
70 THIS PATTERN, BREAK IT BY DOING 
JUMP-1N HK, CROUCHING LK. THEN 
WALK UP AND PERFORM A THROW. 
Now 17 BECOMES VERY DIFFICULT FOR 
YOUR OPPONENT TO PREDICT YOUR 
INTENTIONS AFTER A JUMP-IN, THE 
WEXT TIME YOU ATTEMPT THE SAME 
PATTERN, YOUR OPPONENT MAY 
ATTEMPT A THROW ESCAPE AND 
INSTEAD GET HIT BY THE CROUCHING 
MK. HADOKEN COMBO. 

























OWERALL GAME-PLAN 


While the tactics explained in this chapter provide answers to several 
common situations, they are far from an overall “gameplan.” A game- 
plan is a general outline of strategy and tactics for achieving victory, 
typically stemming from knowledge of character match-ups and player 
abilities. Hopefully after reading all these strategies, you will under- 
stand the game much better and construct effective gameplans for all 
situations on the fly. 


OLD CHARACTERS AND NOT 
SO OLD CHARACTERS 


There is a unique mode for Hyper Street Fighter: Anniversary Collection 
that lurks in the programming. It was originally intended for the arcade 
version of Super Street Fighter I! Turbo where people could select the 
Super Street Fighter 1! versions of their character in the arcade, But 
when the programmers reprogrammed the code for the game, they 
made some errors and caused three characters to have some new prop- 
erties. To access this secret mode, before picking your character version, 
hold down the Start button, select “Super” mode of play. Now release 
Start, and move to the character of your choice and select them. Now 
below your character, you should see the Super Street Fighter II Turbo 
Jogo (with Super in blue) with no super meter bar. This means you have 
successfully selected the “old” version of a Super Street Fighter I! Turbo 
character. Of the 17 characters in the game, three had differences from 
their Super Street Fighter II counterparts, Chun Li has a special normal 
(+ + MK) that can now be done'by doing (+ + MK). This enables her 
to include it in combos. Fei Long can buffer his + +LK, + + MK, and + 
+ MP all into Rekka Ken’s. Sagat has the ability to throw extremely fast 
Tiger Shot's without ony recovery time, and the ability to use LK or MK 
to hit your opponent twice and follow it up with any special move. 


SUPER STORING 


Three characters in Super Street Fighter II Turbo have the ability to store 
special moves and super moves vio a code. This was also a glitch, but 
made these characters extremely good in tournament play with this 
option. Chun Li, E. Honda, and Vega all have the ability to “store”. To 
access this storing mode, before picking your character version, hold 
down the Start button, select “Super!” mode of play. Now release Start, 
and move to the character of your choice and select any character. There 
will be no physical change of the super meter and logo of your charac- 
ter, but you will have moves that you can “store”, Chun Li can store her 
Senretsukyaku by doing the super motion partially (Charge = for 2 
seconds, +, «, and hold + without pressing o kick button. The 
Senretsukyaku is now stored. This means whenever you hit the next 
kick button, the Senretsukyaku will automatically come out. &. Honda 


can do the same with his super combo (Charge + for 2 seconds, ++, ~ 


and hold + without pressing a punch button). He can also “store” his 
Ohicho Throw. If you do + » + # +, and hold , whenever you hit 
the next punch bution and are next to your opponent, the Ohicho Throw 
will come out. This can be stored in the air also. Lastly, Vega can store a 
flip kick. By charging #, and then holding +, and pressing kick when 
you want the flip kick to come out. 
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Blanka 










NORMAL MOVES 
STANDING 
One of the best anti-air moves in Street Fighter Il for Blanka is the 


standing HK. This move is a modified flip kick, ond it's o great anti-air 
move for any adversary who jumps in. 
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STANDING CLOSE ce a a | wai 


The close-ronge HK is one of the 

Blanka's coolest in-close normals. 

Without having to crouch, Blanka 

can sweep on opponent from a 

standing position. This is a 

huge maneuver in terms of the 

“high-low” game. In Champion LP MP HP 
Edition, Blanka's standing close : 

HP changed from the rolling SHORT FORWARD 

; two-hit to a one-hit attack. y Pm _—T. 
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Blanka’s crouching HP is the second-best 
crouching move in the game. Only Guile 
can top him in this department. His crouching 
HP has great range and it stops an adversary 
from jumping most of the time because it 
connects even if the opponent is in the air. 
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THROWS 


Blanka has one of the best throwing ranges in the game. He can grab 
on adversary from insane distances, and if isn't susceptible to the tech 
throw escape by Super Street Fighter I! Turbo characters. You can add 
' more hits to the throw by rapidly pressing all three punch buttons. 

















JUMPING 


One of the best strategies for Blanka is to get in front of the opponent 
and jump straight up and down with HK. The jumping HK has a lot of 
range, and it can hit an opponent out of almost every move, except the 
Shoryuken, 
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ROUNDHOUSE ROUNDHOUSE _ 


Press P rapidly Electric Thunder ] 
Electric Thunder is one of Blanka’s greatest moves, even one of the 
best anti-air specials. If an opponent jumps in at you while Blanka is 
performing it, they will get hif. You may get hit in the process, but if 

hits your opponent every time. Electricity can also be used in a 
combo at any time. 








The Headbutt is a great move for pressuring an opponent. While put- 
ting your opponent in Black Stun, it hits twice and leaves you in an 
advantageous situation. 


W 





Charge «, > +P shia Attack | ane +, ++K Vertical Rolling Attack | 
The Rolling Attack has two practical uses. One is to use it in a combo, The Vertical Rolling Attack provides a huge advantage. Not only does 
while the other use is for positioning. By using different buttons for this move hit on the way up, but if it misses on the way up, it will hit 
the Rolling Attack, you can go across the screen ond get next to an on the way down. This move is best used to hit an opponent on the 
opponent within seconds. If you stop in front of your opponent, use way down and put them in Block Stun. In this manner, it’s possible to 


ny a throw for maximum effectiveness and damage. 7%) walk up and throw them, 
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STREET FIGHTER Il 
ALTERNATE COSTUME 





CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME 





STREET FIGHTER II 


Blanka’s Rolling Attack is weaker than the other versions and, if it does- 
n't hit the opponent, it still goes into the air. Also, if you get hit out of 
the Rolling Attack, you will take four times the damage. Stay away at 
all costs! 





HK Vertical Rolling Attack, MP. HK 
Vertical Rolling Attack 


~ STREET FIGHTER II - 





CHAMPION EDITION _— 
This version of Blanka lost the up-close normal HP. This move was a 
somewhat weak, two-hit punch. Other than that, there were no major 
changes to this version of Blanka. iy) 
GOOD MATCH-UP 
VS GUILE 


STRE T ' | HT | | Although Guile can counter Blanka’s attacks from across the screen, Blanka controls the flow of this match-up very well from up close, Start the match 
E G ER TUR BO with Blanka at a good range, but even if you get pushed away, it shouldn't be too difficult to get back in if you're patient. When fighting up close, 


Arguobly the second-best Blanka in this series of games. His Rolling Blanka’s poking normal moves beat almost all of Guile’s effective pokes, plus they inflict more damage. In particular, crouching MK is fast and hits 
Atiock trap into throw, and his overall speed make him a force to be With ease, Guile needs to set up his attacks by throwing Sonic Booms, but it’s easy to respond to these attacks. From up close, use a crouching MK, 
reckoned with. His throw range is the best in the game, so use it io your crouching HK, or crouching HP to either trade damage with the projectile, or hit Guile to trade (and do more damage) after the Sonic Boom is already 
advantage. Knock your opponent down in the corner with a crouching Ut, but before Guile has recovered. Blanka can also use the ~ + HP Slide, which moves cleanly underneath the Sonic Boom, hits Guile, and knocks 
HK, use the Vertical Rolling Attack to land on your opponent's head as him down to setup a cross-up with jumping LK into a combo or a throw attempt. This move is also safe if blocked, but don’t become too obvious with 
he gets up, then go for the throw. This is a really difficult pattern to get _it or your opponent may Somersault Kick or sweep you out of it. Blanka can also jump over the Sonic Boom from close range and trade with, or 
out of. beat, Guile’s anti-air normal moves. If Guile blocks any of these attacks, go for a throw after landing; Blanka’s huge range gives him the advantage 
here. Blanka also has a number of effective anti-air options. Moves like standing MK, standing HK, standing MP. standing HP and the Vertical Rolling 
Attack (if charged) can all effectively prevent Guile from jumping ot Blanka. 








SUPER STREET FIGHTER 11 §= SUPER STREET FIGHTER Il 


Tee ore a couple of new upgrades worth noting in this version. Blanka TU R B 0 
ssived the Backstep Rolling Attack and the ability to go past an oppo- 

== with the traditional Rolling Attack. The Backstep Rolling Attack is This is definitely the best version of Blanka in this game, and his 
2c for going over projectiles, or just trying to cross-up an opponent. Wo new upgrades do a great job of balancing his attacks. The first big a 
Te new placement of the end time on the Rolling Attack is an interest-  improverment is « new Slide attack (~ + HP) . This SAS 
s oddition, because you can knock down your opponent, roll past his ™ove slthers under projectiles and makes an oppo- 
ber body, and be on the other side when you get up. This is a big nent think twice about relying on a distonce projectile 


stventage when you're playing mind games with your opponent. approach. The other improvement is the Hop. This move << 
does a couple of things. First, it helps Blanka charge 


the Super Meter faster thon normal moves. 
You can actually charge the Super Meter to full in 
about seven or eight Hops. Second, this move can 
also put you in throwing range in a matter of seconds. Since 


co mM B 0 S Blanka hos one of the best throws in the game, this move 
creates perfect opportunities to set up throws. 
SUPER STREET FIGHTER II 


Crossup MP + + HP MP Electric 
Thunder 
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Jump In HK, + + MK, MK Vertical 
Rolling Attack 
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Jump In MK, + + MK, 4 MK, HP 
Rolling Attack 


& 


+ + HK Knockdown, Ground Shave 
Rolling On Getup (Cross-up), + + 
IAK, HK Vertical Rolling Attack 
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BAD MATCH-UP 
VS E. HONDA 


E. Honda can win this match for a simple reason: He has some safe attack options and Blanka doesn't. Without a projectile, Blanka must use nor- 
mal attacks. Unfortunately, £. Honda can just turtle up and use random Headbutts to counter the pokes. If Blanka attempts to turtle against Honda, 
Honda’s pokes become more difficult to counter and he must also face £. Honda’s Hundred Hand Slap. This move is relatively safe against Blanka, 
and can do enough block damage to force you to respond. Use Blanka’s quick jump straight up and down in E. Honda's face, where his high priori- 
ty MK and HK can stuff almost anything Honda can unleash. This may also bait Honda into doing a FP Headbutt. If this occurs, it will pass harmlessly 
underneath Blanka, and he can land and counter with a crouching HK before Honda recovers. This technique provides some extra time to try a setup 
with a cross-up LK. You can even misdirect E. Honda with Hopping or Electric Thunder attacks. Unfortunately, none of these options are particularly 
safe or effective, and defeating E, Honda usually requires some mistakes on the part of your opponent. 











NORMAL MOVES 


STANDING 


Blanka’s standing moves are all extremely good for knocking 
your opponent out of the air. He has great speed and range, so 
all of his normals are great. His HK is a flip in place that works 
well at the end of a combo or for an anfi-nir move. 


STANDING CLOSE 


Blanka’s standing close moves are extremely good for following 
up with a throw. His LK and MK moves leave your opponent 
extremely vulnerable for a throw afterwards. His HP and HK 
moves are identical up-close as to their standing counterparts. 





Blanka’s crouching moves are great asset fo him. His HP has 
incredible range and can hit your opponent before they leave 
the ground if they are jumping. His HK move is great for 
knocking your opponent off his feet and setting up a cross-up. ' , 












: acer damage. You are also able to cancel out of 
and combo it into a special move, 





> +3K 
This is a great move for advancing forward in a short period of time. 
You can go across the screen within a few seconds. The Hop is also 
useful for adding to your Super Meter in a quick amount of time. It 
just tokes a few Hops back and forth to fill up the bar. 


GF 






best 5 are here. The Slide goes under every 
sceding the Ground Tiger Shot by Sagat! This move is 











THROWS 


Use the throw in conjunction with the Hop manuyer and you're 
good to go! You can Hop multiple times in a row to get close to 
an opponent to throw them. 





+ +3K 


The Hopping moves can be used to charge the Super Meter or to get 
somewhere fast. If can also be seo! to get out of difficult situations 
when they arise. 
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JUMPING SPECIAL MOVES : 


Aeoinst o lot of projectile characters, Blanka has to utilize his 
jemping attacks. His main game is jumping straight up and down 
‘seer projectiles and hitting opponents. His HK has incredible 
seoch, and will stop a lot of moves from coming out. His MK is 
great for crossing up and starting a huge combo. Blanka also has 
great priority in the air with his jumping straight up punches. 
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Press Prapidly Electric Thunder I Chorge+,>+P Rolling Attack 


Electric Thunder hasn't gotten any better or any worse over the This is where it gels good. This attack is amazing to use for placement or with 
years. combos. In this version, it's possible to two-in-one this move, This move also 
enables you to place Blanka anywhere on the screen at any time—for any 
reason! This is big for setfing up throws and combos on the other side of an 
opponent. When your adversory gets knocked down, use an MP 
 taling Attack to get next to them and mix it up from there. 











C 





PO WS FPS Te a ay as RP Pes te par y Se 
Charge +, > + K - Backstep Rolling Attack Charges, t+K Vertical Rolling Attack |) 


This move is great for going over projectiles and setting up This move is extremely good for taking an opponent out of the air. 
throws. To do so, use it just short of opponents when it looks Since it no longer comes down in a “ball-like” animation, this is the 
like itis going to hit them, it will land short of them, then“ only purpose for this special move. 


you can throw them immediately after. Itis best if you 7 
completely miss with this move and set up another y 2 


OS al games. y ° 3B & Ni 










__ Ground Shave Rolling 
Since this super combo has'start-up invincbility frames, use it to go 
through projectiles. If you perform this move at the exact moment 

that the projectile is about to hit Blanka, he will go through it and hit 
your opponent since, the opponent's projectile isn’t on-screen yet. 
You can also buffer and hold this move by holding a punch button 

Gyr inpulting the command for the super combo. 


Charge +, > + > +P 





Civann-Li 


STANDING 


Chun-Li's high-priority normal moves are often 

faster than any special move, When 
used at the correct time, they can stuff 
almost any opponent's attack. They also link 


f~ info one another for easy combos. 





NORMAL MOVES 
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STANDING CLOSE 


Chun-Li's standing close normals are great for setting up throws, or 

forcing your opponent to stay in block stun for a while. After landing 

one of these moves, you will be at a substantial frame and recov- 

ery advantage. Her standing LP is a great example of a quick 

move that can put opponents in block stun to create a throw 
opportunity. 
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! 2% | CROUCHING 


iv 2 Crouching normals are key for long-distance attacks. Most 
| \__ of her crouching moves go longer and farther than her 
ee ‘ } standing moves, which makes them ideal for poking 
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THROWS 


Throws area key part of any player's game in high-level play, and 
Chun-Lis excellent foot speed, high-pressure style, and big damage 
throws are c staple. Her standing LP is the best way to set up her tick- 
throw. Put your opponents in a block stun, then when they come out of 
it, throw them! Chun-Li's air throw is also one of the best in the game. 
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Many of these air moves can be used fo cross-up opponents and start 
combos (Chun-Li's MK is a good choice in almost every version) that lead 
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While jumping, + + MK = Heel Stomp | 
Her Heel Stomp, one of the most unique moves in the game, results 


in a double-jump in the air off your opponent's head. This move 
W carries with it the potential for many interesting set-ups. 
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> /+ +MK Backflip Kick | 


the Backflip Kick now hits twice on hit or block, and is great for coni- 
‘hos where you don't have fo have-a charge stored to hit an opponent 


“gp, for damage. 


SPECIAL MOVES 





press K rapidly Hyakuretsu Kyaku |) 


The Hyakuretsu Kyaku is one of Chun-Li's best moves. Use it as a sur- 
prise attack or for block damage. In Champion Edition and beyond, 
you can put the Hyokuretsu Kyaku at the end of certain combos for 
heavy damage. 





+e txurdtP P Kikoken | 
The Kikoken is o great addition to Chun-Li's Street Fighter I! Turbo 
arsenal. This projectile can only he used in a combo when it is used 


in conjunction with a standing HP two-in-one, Use this move as a 
shield for setting up regular moves and throws. 
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> [= + HK | Knee Flip Kick) 
CChon-Lis Knee Fipkick is arguably the best special normal move in 
‘the game. It is used for going over the top of projectiles, or crossing 
zp, UP -an opponent on wake-up, There are three different ways to 
time if, which will keep your opponent guessing. 
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Charge + + +K Spinning Bird Kick 


The Spinning Bird Kick is great for going through projectiles. I's qlso 
“her only reversal until Super Street Fighter 1! Turbo. Sometimes this 
_ move is the best option for escaping from tough spots. When it con- 
neects, expect big damage! , 








COSTUMES 
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ALTERNATE COSTUME 
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STREET FIGHTER I! AND 
CHAMPION EDITION 


Chun-Li's lightning-fast speed and her ability to throw for heavy dam- 
age (nearly 25% damage per throw) should be the focus for her game. 
She has the ability to bounce off walls and stay on top of her opponent 
like no other character. Use her speed to barrage an opponent with nor- 
mal moves and throws. If an opponent jumps in at you, hit them with a 
crouching HK, standing MP. standing MK, or even a jumping move to 
knock them down. Then, counter attack with the fury of Chun-Li's nor- 
mal moves. Chun-Li's crouching MK is her most effective move against 
opponents who throw projectiles. Oftentimes, this move will hit before 
the projectile animation of her opponent is finished, thus stopping the 
projectile from ever launching. Standing MK is another possibility for 
this technique. If you are a full screen away against a projectile-throw- 
ing opponent, either jump off the wall to trick them or use Chun-Li’s 
Knee Flipkick (Champion Edition) to get over them. 


STREET FIGHTER I! TURBO 


The addition of the Kikoken to Chun-Li's arsenal changes her strategy 
quite a bit. While this move is too slow to use in a combo, it’s quite pos- 
sible to follow behind it and use it as a shield. You can also use this pro- 
jedile to pressure an opponent into a mistake. Don’t use the Kikoken up 
close, because its lack of speed is an issue. Although slow, the move can 
be used defensively against other characters who use projectiles. 
Another useful move is her jumping LK, which has major priority in the 
air. It can be performed early in a jump to freeze an opponent in place 
(your opponent can’t walk backward if you have an attack on-screen). 
This tactic leads to mix-ups with throws once your character returns to 
the ground. 








COMBOS 
STREET FIGHTER II 


Jump in MK, standing MMP. standing 
HP 
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Jump in HP + + MK, + + HK 
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Inair, #+MK, 4 times 
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Jump in HP HP HK Hyakuretsu 
Kyaku 
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GOOD MATCH-UP 
VS ZANGIEF 


The toughest Zangief version is the one from Super Street Fighter Il. His 
Banishing Punch can repel projectiles, thus enabling him to move close to ye 
Chun-Li. Keep him at bay with her crouching HK when he jumps. 
During any other moves, use crouching MKs to poke him out 
of his attacks. If you are playing as a version of Chun-Li 
that has a Kikoken, use it to make him jump, then 
take him out of the air with a crouching HK. After 
knocking Zangief down, stand about half a charac- 
ter’s-length away and use a Hyakuretsu Kyaku 
when he gets up. If you get too close to him, 
Zangief can his Spinning Piledriver for a lot of 
damage. When Zangief uses his Spinning 
Lariat, use the Heel Stomp (# + MK) to 
penetrate his defense. This technique 
should stop him from using it when you 
throw a Kikoken. Zongief does have the 
potential to win this fight by using repeat- ; 
ed HP Body Presses in the corner, as Chun- 
Li has no counter for this attack. Even if \, \, 

you can throw Zangief out of this pattern, a 4% 

he can Tech Escape the throw and reverse it = ——~ 1h we , 


































with a Spinning Pile Driver before you can recover. 
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SUPER STREET FIGHTER II SUPER STREET FIGHTER I! TURBO 


Super Stree! Fighter I! introduced the charge-motion Kikoken to Chun-Li’s repertoire, Now you can insert itinto A big addition to everyone's arsenal in this game is the super combo, and Chun-Li's is fantastic! It causes major 
= combo, it executes much faster, and it’s safe to use in close combat. With the overall slower game speed in damage, has decent invincibility at the beginning, and is one of only two super combos in the game that can 

Sis version, her normals play a crucial role in her strategy. To succeed, mix up your gameplay by using the —_be “stored” for instant execution. With the addition of the Whirlwind Kick, Chun-Li now has an improved wake- 
sreuching MK to poke at an opponent from afar. Also, use the standing MP to jab when fighting in close. up game without sacrificing any of her old deadly techniques. 


COMBOS 
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Corner only—Jump in HP HP HP 
Kikoken, ++MK 
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Jump in HP MP + + MK, + + HK 
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Jump in MK, $+MP 4+HK, 
Senretsukyaku 
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Charge+, +, +, Hold», Jump in 
HP HP Any K, charge +, + + HK 
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BAD MATCH-UP 
VS SAGAT 


Most of the time, it’s difficult to avoid some of Sagat's traps. Sagat has three major attacks: his high projectile, his low projectile, and his Tiger 
Uppercut. Chun-Li's major weakness is her lack of attacks to counter a full-screen fight. For Chun-Li to be effective, it’s important to fight up close. 
Against Sagat, however, this is a difficult task to complete. Use her Knee Flip Kick to pass over the low projectiles and inch forward, Be patient; 
if you try to jump in to attack, she may get knocked out of the air by his Tiger Uppercut. If you jump in from full-screen, Sagat can sweep Chun-Li 
and throw low projectiles to knock her back. When fighting Sagat up close, use a variety of normals, throws, and combos. Stay inside against him 
at all costs. 
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NORMAL MOVES 
STANDING 


These normal moves hayen’t changed since the beginning of 
the Street Fighter If series. Her standing HP and crouching MK 
are two of her best normal moves. Her standing HP is one of 
her most useful standing moves. It can be used as an effective 
poke, and as a limited anti-air atfack. 


JAB 











Whats jumping + + MK Heel Stomp | 
ws bi es the ability to stomp on an opponent's head and then can- 

q Bird Kick. The Heel Stomp is still great for bounc- 
spponent’s head to mess with them. Trick them into 
cross them up, and then go for it. 





the command of the Backflip kick 
e you need to hold the joystick » and 






STANDING CLOSE 


The only close-up normal move that changes in Super Turbo is 
the standing HK. This move is extremely good against an oppo- 
nent who is jumping in. When this occurs, use it at the last 
moment to stop the attack. 











In close, > + MK Backflip Kick | 


There are two practical uses for this move. One great use is to use it 
ina combo for style points! The other is to use it to retreat from your 
opponent. If you like to play the zoning game with Chun Li, this is a 
great move to use to accomplish that. 





= +HK Knee Flip Kick) 


Chun-Li’s special normals are some of the best in the game. Her x 
HK Knee Flip Kick is the best for wake-up games. When performed 
early, you will land without hitting your opponent and enable the 
throw. If you perform the move when your opponent is getting up, it 
or" cross them up and leave you in an advantageous situation. 


Chun-Li's crouching MK may be her most useful attack. Use it 
to poke at long range. 





















In dose, + + HK Knee Flip Kick | . 


The Knee Flip Kick can only be done will close to your opponent. This 
is on excellent move for going over projectiles, or for tricking your 
opponent to block the wrong way when it connects. Since she*flips 
high in the air, it is not advised you do this move randomly, but wait 
& until a projectile is coming or they are knocked down. 
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Hyokuretsu Kyaku | 


The Hyakuretsu Kyaku has been revamped in this version, as it can be 
used in a combo. The best way to use this special move is to poke at your 
opponent with a crouching MK, then rapidly press the Kick button (after 

c hit) fo use the Hyakuretsu Kyaku in a two-hit combo. This is a 
& very effective way to add damage to your ground game. 


Tap K rapidly 


Kikoken | 
Chun-Li’s new and improved Kikoken is much faster and more pow- 
erful in Super Street Fighter Il and Super Turbo. With this new 
upgrade, she can hang with Guile and Ryu in projectile-throwing bat- 
iles. The only downside to her new Kikoken is that it doesn’t travel 


& across a full screen. 
SUPER COMBO 


Charge =, + +P 





Senretsukyaku | 


There ore two versions of this move. One of them is actually a 
famous glitch thatmade Chun:Li‘one of the game's favorite players, 
She can store her super combo and use it at her own discretion, 
rather than use it immediately after the command is entered. If you 
input the command (+; %, +) and Hold + but don’t press a Kick 
button, the super is stored as long as continue to hold +. After press- 
ing any Kick button, the super combo comes out in all its glory. You 
can follow the Senretsukyaku with a Whirlwind Kick for maximum 
damage. You can hold to hold the charge for the command, but 


GF" can't move. 


Charge + + + + +K 








Spinning Bird Kick | 
This move can be used in the’air, which makes this a huge upgrade to 
Chun-Li versatility. Use this move fo run away after performing a Head 
Stomp, or use if to avoid projectiles. You can even use it to charge the 
Super Meter in Super Turbo. NOTE: The command for this 
move in Super Street Fighter Il is Charge +, + + K. 


Charge +, > +K 


TAN ee 
Os Te 
Whirlwind Kick ] 
Her most valuable upgrade in Super Street Fighter II Turbo the 
Whirlwind Kick is one of the best wake-up moves in this game. This 


move has great range and it causes a lot of damage. With the addi- 
tion of this move, Chun-Li has an effective tool and a tactic to use on 


Charge +, + +K 








STANDING 


Dhalsim has some awesome standing moves. Since his limbs extend a 
great distance, he can ottack from for away without much fear. His 
standing LK, which is extremely fast, goes across half of the screen. The 
advantage here is that it will stop most special moves from connecting. 
But watch out: His limbs are susceptible af any time from 
far away, so don't use normal moves at random 
against o character like Ryu or Ken. 




















STANDING CLOSE 


Dhalsim’s close normals are 

extremely efficient. His LP nor- 
mal is proficient at knocking oppo- 

nents out of the air and his HP inflicts massive damage and hits 
twice when it connects. His LK, MK, and MP moves are all good 
for “tick-throw” setups. 


CROUCHING 


Dhalsim gets so low to the ground, that he can actually 
reach under projectiles and hit the opponent without get- 
ting him himself. This will make projectile characters 
7 think twice about throwing projectiles Dhalsim’s way. 
. <{ Also, all of his crouching kick moves are variations of 
A slides, These can also go under projectiles and place you 
next fo your opponent ready for a throw. 


Dhalsim’s throw works from a distance, and it is extremely easy to loop 

selup traps with it. With the slide and throw combination, he instantly 
becomes a force to be reckoned with. By getting your opponent to block 
while fighting in close, try to attempt a throw whevenever possible. You 
can even mix up the throw and the in-close slide to trick an opponent 
for maximum effectiveness. 








NORMAL MOVES 











STRONG | 
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& Street Fighter 11, Dhalsim’s Drills were difficult to use 
Secause it required thot you input the command at the 
seex of his jump. This gave your opponent time to counter 
Be attack. In Street Fighter Champion Edition and beyond, you could 
seeosh the Drill Headthrust or Drill Kick at any point of the jump. This 
© = very important change in the gameplay, because it enables you to 
wee this move to go over projectiles at the last second. 


STRONG 


+ + MP 


DRILL HEADTHRUST 








“a /® AT APEX OF 
JUMP, HP 


FORWARD 


* x/ % AT APEX OF 
JUMP, HK 


WHILE JUMPING, 
++HK 


WHILE JUMPING, 
++HP 


In Sireet 1 Fihter 1 Champion Edition, Dhalsim was given greater 
control over Drill Headthrust ond Drill Kick. This change remains in 
effect for the rest of the games in the Street Fighter I! series. 















IN CLOSE, CROUCHING 


Dhalsim’s in-close crouching moves vary compared to his regular crouch- 
ing moves. From afar, his crouching kicks all result in slides, while they 
turn into short-range moves from up close. The lone advantage to his 
crouching close-up moves is the ability fo tick-throw into the MP throw. 
The crouching HK (slide) is a great move for knocking down an opponent 
from close range and playing wake-up games. Try to lock down your 
opponent by making them block, then look for a chance to throw. 


plan 














| In Street Fighter I Champion. 
5 dition, Dhalsim was changed so 
® that his crouching LK was always 0 
slide. This move carried over into 
Street Fighter Il Turbo. 








7 
ig ™ Yoga Fire is a fairly standard projectile. The special aspect about this 
Sy © projectile is its ability to burn when it hits. lt doesn’t cause more dam- 
TS aye, but it definitely looks cool! This move prevents Dhalsim from 


~ 


= getting locked down in Hadoken traps by Ryu and Ken. 























Yoga Fire | 
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a Yoga Flame | 


This is a great wake-up move. When an opponent gets up from the 
ground, perform a Yoga Hame. Make sure, however, that you're far 
enough away from your adversay that he or she:can't cause damage 
during wake-up. This technique causes block damage and puts your 

fy opponent in block stun. This move is also good for maximum 
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> 4x [+ +0 +PPP / KKK Yoga Teleport | 


In Street Fighter If Turbo, Dhalsim was given the ability to teleport. 
Ever since Street Fighter II, in which Dhalsim had o glitch that made 
him disappear, the Street Fighter programmers had a notion to put 
this into their next revision of the game. Since Dhalsim’s is somewhat 
slow, it’s extremely difficult to get out of traps. By giving him the 
Yoga Teleport, he can escape from any trap in the game. But watch 
out: When Dhalsim reappears, he becomes vulnerable to attacks. 
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STREET FIGHTER II 


Dhalsim is arguably one of the best characters in all five versions of 
Street Fighter Il His long limbs and his Yoga Flame prevent opponents 
from getting too close, and his high priority throws get him out of trou- 
ble at close range. His MP throw is so good that you can repeat it in all 
versions (MP throw, then crouching LK slide, or Drill Kick, then MP throw 
again). You can even make him go on the offensive with both of his Drill 
attacks and his LK slides. 


STREET FIGHTER II 
CHAMPION EDITION 


Basic Dhalsim keep-away involves throwing LP Yoga Fire (they're more 
difficult to jump over than the ones thrown with HP), then doing anti- 
air attacks against jumping attacks. Standing LK, standing MK, standing 
MMP (close), and standing LP are all good anti-air attacks. Any of his 
slides are good fo use when an opponent lands from a jump-in attack. 
Other options are to jump back and use HK in the air (a great air-to-air 
counter), or jump back, then drill (this works particularly well against 
MM. Bison’s Psycho Crusher, or Honda's Headbutt). 


STREET FIGHTER I! TURBO 


in Street Fighter Il, Dhalsim can only use his Drill attacks when he's at 
the height of his jump. In addition, you can’t cancel his crouching MK 
with o Yoga Fire. From Street Fighter I! Champion Edition and onward, 
you can cancel his crouching MK and Drill at any height while in the or, GOOD MATCHUP 
but that is the only major change. In Street Fighter 1! Turbo, he caused 

less damage and he received Yoga Teleport, which is useful for getting VS SAGAT 

out of trouble. It is a notable move because it's Dhalsim’s only “rever- Syper Street Fighter II Turbo Dhalsim is incredibly good against Sagat, When in doubt, stay back and use his Yoga Fire attack to match his Tiger Shots. 
sal” attack. This is the only frame he can become invulnerable in the — Watch for when your opponent throws his next Tiger Shot. When this occurs, jump and Drill Kick with LK to hit Sagat’s hands. This requires some tim- 
instant he does if, ing, but it shuts down Sagat's projectile game when executed correcily. Sagat cannot jump in at Dhalsim, since he can beat all of Sagas air attacks 
with any of the four following moves: crouching HP. crouching LK slide, crouching MK slide, or crouching HK slide. The crouching HK slide knocks 
down, the crouching LK slide “combos” into a throw, and the crouching MK slide can combo into a 2-hit HP headbutt for a dizzy, when done properly. 
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SUPER STREET FIGHTER II/SUPER STREET FIGHTER II TURBO 


Dealsim received no upgrades in Super Street Fighter Il. On the other hand, he received a good super combo, two new Drill angles (with LK and HK), and the ability to control when he does 
dese/for attacks in Super Street Fighter I! Turbo. Overall, there are really no changes to his strategy since the first Street Fighter I! ond the tactics used to win with him remain the same. 


COMBOS 


SUPER STREET FIGHTER II 
1P Yoga Fire, HP 
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CORNER ONLY—-—LP Yoga Fire, Drill 
Headthrust 
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BAD MATCHUP 
VS VEGA 


The majority of Vega’s moves have a better priority than Dhalsim’s moves. Vega’s 
Flying Barcelona Attack is tough to reliably counter, but try jumping back and 
using HK in the air. You can even stay on the ground and use a standing MP 

or standing LP. If your opponent gets a knockdown on Dhalsim, you can 
expect some repeated attacks and keep in mind that Dhalsim has no reli- 

able wake-up move. Yoga Teleport is an option, but it is very difficult to 
execute. To vanquish Vega, you must prevent him from using this attack 

by using carefully timed standing HKs and Drills, Be careful, though, as / 
Vega can Flip Kick against Dhalsim’s Drill. One advantage in this fight [.% a “th 
is Dhalsim’s crouching LK slide used in conjunction with the MP throw. } 
If you con land an MP throw on Vega, you'll take control of the round [@ 
because it's so difficult to escape the trap (MP throw, crouching MK ime 
slide, MP throw, repeat). If Vega blocks a Drill, use an MP throw right 
away, or crouch LK slide into an MP throw. Develop your skills at exe- 
cuting the throw trap, and press your advantage against Vega with it. 
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NORMAL MOVES 









STANDING STANDING CLOSE CROUCHING 
: In Super Street Fighter Ii, all the close normals remain the This is an excellent change for Dhalsim. All of his crouching 
same but in some of the moves change drastically in Super moves are controllable, which means that regardless of the sit- 
Street Fighter Il Turbo. LP and LK still are the same, but when uation you have triple the number of options to use to defeat 
you use MP MK, HP or HK, these moves pass through an oppo- your opponent. By holding certain directions, you can hit your 
nent if you're standing close. To make them dose normals, opponent from close and far to control the fight. i 


hold back while pressing the appropriate button. 



























THROWS 


Throws haven't changed much. The MP throw still a has a very 
generous range, and it is great fo use with a slide. 
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JUMPING SPECIAL M 


Although jumping back and pressing HK in the air is 0 great 
deterrent for jumping opponents, the addition of his Drill 
atiocks is huge. At any point during his jump, he can Drill 
downward over projectiles and get close extremely fast. Since 
jhisis where Dhalsim’s main game is mainly played, it's in your 
best interest to get close fo your opponent. 










* : 7G ) . - > Sis ee 5 Baer e222 “a 
tu +P = z “Yoga Fire 8 +t tu oP = . Yoga Flame 
This move's speed and damage remain the same. One change, how- The Yoga Flame hasn't changed over the versions, it is just as good 


ever, is that it doesn’t knock down your opponent anymore in Super as if was before. 
Street Fighter II Turbo. This is 0 very important factor when it comes 
to combos, because the Yoga Fire can be followed up by a long-range 


‘STRONG =| > ONG | @™ HP or HK. 


tA; 





+x /~4e+PPP/KKK Yogu Teleport ev teu soek Yoga Blast 
The Yoga Teleport is more susceptible now, so use it when your oppo- The Yoga Blast is a new addition at Dhalsim’s lineup. It is great for an 
nent doesn’t have a super combo ready. anti-air attack and it goes away extremely fast, which makes the 


recovery fime quite good. 
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~ 2+ > (x2)+P Yoga inferno 


This is another great anti-air super combo. If one hit connects while 
inthe air, all of the rest will do the same. It can even be used for chip 
damage (against a block) on an opponent's wake-up. Its possible to 
Use il ina combo, but it's difficult fo do and it’s very situational. 
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STANDING 


E. Honda’s standing HP animation consists of a chopping motion over 
his head, which makes if an effective anti-air option. His standing jabs 
are quick, which makes it possible fo use fick-throw options for maxi- 
mum damage. 
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J \ i STANDING CLOSE 


E. Honda's standing close 


ont Pies “i , attacks are good for linking 
A %. yy p= into other normal moves. 
< ye. They are also effective for 



































cay = tick-throw traps. Close 
Sa” 7) stonding LP ond MP are 
P poor zh “a both good options for 
r a I cmecnenn this type of gameplay. > - at SD sy 
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Pa CROUCHING 
' VP } ) Se 
\ | . —~ S| E. Honda is at his best while crouching, because it’s 
. . possible to hold the “charge ond still throw out 
| 3 Dewees | attacks. His crouching LP has nice range and speed, 
: ie 1 | moking it useful for snuffing out an opponent's 
A pokes. Crouching LK can be buffered, which makes 
bey Aba. : \ 2A it possible to do some Sumo Splash mix-ups and 
: : al oe ‘Y~ combos involving the Head Butt. The crouching HP 
J animation starts like an LP attack, but it hits twice. 
4 = 
AM 








\, dy” THROWS 


mis” E Honda's throws are key to his effectiveness. His MP throw tosses an 
opponent a decent distance and it has average recovery. Use it to get an 
opponent into the corner where a lot of damage can be unleashed. You 
can cause extra damage with the Bear Hug throw (+ / + + HP) by 
button-mashing, This throw is also useful in the corner, or mid-screen, to 
set up some walk-under moves as well as cross-up attempts. 
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ence’s jumping attacks complement his ground game with a balance 
© geod range and high priority. The jumping LP animation stays out for 
@ Seg time ond it has great priority. This move is very useful against an 
‘sepmnent who likes to stay in the air, but make sure you press the but- 
‘ee carly in your jump to hit them before he or she con unleash an 
eck. Jumping HK unloads fantastic damage and it also has great 
‘sae. Use it to punish projectiles, but timing is of the essence. When 
‘Smet improperly, Honda will be vulnerable to a Shoryuken or a similar 
‘air attack. Jumping MK, with its decent priority, is effective against 
seeenents who try to make you land on long, ground-based normal 
‘weeks (like Guile’s Crouching MK). Use this attack to trade hits. Use a 
‘meing MP to start a combo, or force an opponent into blocking a 
Sencred Hands Slap. 
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Charge +, > +P 
This is one of Honda's signature moves. He rises off the ground and 
flies through the air toward his opponent. This self-projectile has 
good speed and causes nice damage, Early versions of this move 
would not knock down, but that was changed as subsequent versions 
of the game were released. The LP version of this move is one of the 
best anti-air attacks inthe game. If an opponent jumps in and 
E. Honda is ‘charged, blast ihem with a Headbutt. 


Charge +, + +K 
This move enables Honda to deal with pesky in-your-face projectiles 


by blowing through them and smacking an opponent on the 
Y way up, as well as on the way down. 










Headbutt ] 
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= - SS 
Rapidly press P Hundred Hand Slap 
When executed, E. Honda slaps his hands at his opponent with blinding 
speed. This attack can cause severe damage when used against a cor- 
nered opponent. Even if the attack gets blocked, it can pile on a decent 
amount of damage and keep pressure on an aggressive opponent. 
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‘ Honda gains the ability to move while performing the Hundred Hand 


Slap in Street Fighter I! Champion Edition and Street Fighter Il 
Turbo. 
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STREET FIGHTER II 
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STREET FIGHTER II 


E. Honda was certainly nof a character to get close to in the first version 
of Street Fighter Il. His grappling moves (throw with HP or HK) would 
cause almost 30% damage! Also, his normal moves allowed him to do 
several chain combos. His arsenal of special moves included his 
Headbutt, one of the best anti-oir special moves. E. Honda’s Hundred 
Hands Slap was also effective when fighting up close. Against characters 
who had projectiles, though, £. Honda had trouble. Trying to get close 
was the goal, since his ability to cause damage from a distance was basi- 
cally non-existent. One you are in close, mix it up with tick-throws and 
use the Hundred Hands Slap to damage opponents through their block. 


STREET FIGHTER II 
CHAMPION EDITION 


Honda gained a unique function during the transition from Street 
Fighter Il to Street Fighter 1! Champion Edition, He gained the ability 10 
move forward while performing the Hundred Hands Slap. This is great 
for pounding an opponent into the corner and trading hits in the air 
when an opponent jumps in. 


STREET FIGHTER Il TURBO 


With the addition of his Sumo Smash, E. Honda could finally deal with 
projectiles in Street Fighter |! Turbo. This move would breeze through 
projectiles and smack an opponent on the way up, as well as on.the way 
down. E. Honda’s LP Headbutt no longer travels the length of the screen 
and stops short of an opponent in this version. It is still a powerful 
anti-air fool, and it does retain some invincibility properties 
against projectiles. 
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Cross-up MK, MP, + + HP 
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STREET FIGHTER I! TURBO 
Cross-up MK, MP, + + HK 
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Cross-up MK, > + MK, LP 





GOOD MATCH-UP 
VS. M. BISON 


E, Honda is a good match-up against most of the non-projectile characters. He has a particular advantage against M. Bison, because M. Bison's Tick- 
Throw game is thrown out the window due to E. Honda's Ohicho and normal throws. Plus, M. Bison has no viable reversal move when knocked down 
(his only reversal is his super combo) to escape a throw trap. Strive for getting a knockdown at mid-screen. Cross-up with his normal (+ + MK) 
Splash, throw out a crouching LP and input the motion for his Ohicho Throw. This tactic works great against the entire Street Fighter II cast; it can 
only be countered by a last-ditch throw with some characters. 





























I —————————— 
SUPER STREET FIGHTER II SUPER STREET FIGHTER II TURBO 
The Sumo Smash was upgraded to knock down on the way up, as well as This is the best version of E. Honda in the Anniversary Edition. Several upgrades were made, ranging from new special attacks to new normal attacks, 
a the way down for Super Street Fighter Il. His Headbutt was slowed down Some close standing normal moves were added, his crouching LK can be buffered into a Headbutt, and the standing HP animation has been changed 
sso bitin this version, but itis sll a great anti-air weapon. €. Honda's to a ducking attack. The biggest change is the addition of the Ohicho Throw, which is performed by moving the controller from + to #. In “Old” 
esuol arsenal of throws remains mostly unchanged in this version, but they Super Streef Fighter I! Turbo mode (choose the Super Turbo version of E. Honda while holding the “Start” button), you can “store” this throw. This 


we toned down a bit from the Champion Edition and Turbo versions. means that you can do the motion before actually using it. Input the move and hold , then when the opponent comes close press any punch but- 
ton to perform the throw. This is only one of two moves in the game that can be stored for later use. 


His super combo is useful for going through projectiles. I the first hit doesn’t knock out your opponent, he or she can interrupt the super combo in 
motion after the first hit by doing a reversal attack. It’s also useful to store the super combo and walk forward, perhaps tricking an opponent into 
jumping foward you. Wait until the last moment and press any punch button to start the super combo. Your opponent gets knocked down, and you 
can begin a cross-up game that includes combos and throws. 






COMBOS 


SUPER STREET FIGHTER Il 
LP LK, LP Hundred Hand Slap i 


Jump HK, crouching LK, Headbutt 


SUPER STREET FIGHTER I! TURBO 


Cross-up HK, close standing’ LP close fa wos 
standing MP. standing HP : 2a 


Store Charge Super, Jump in'HK, Any 
Punch 


BAD MATCH-UP 


VS. KEN OR RYU 


Both Ken and Ryu are difficult to defeat. The Hadoken/crouching HK/Shoryuken combination that both characters possess make winning this fight 
very tough. Since E. Honda's normal jump leaves him open to being swept (or hit with a Shoryuken), his best option is to jump over Hadokens. Try 
using the “Floating HP” technique and press HP in the air plus a direction to float over the projectile. E. Honda's jump will arc slightly, creating space 
to clear even LP Hadokens. Still, the ability for both Ken and Ryu players to keep E. Honda at a distance is clear and present. To overcome this, the 
best strategy is to float over Hadokens and attempt to hit them with an occasional jumping HK. This will cause some good damage, plus it brings 
Honda into close range. + + HK is a sweep that can trade with Hadokens, leaving you in a good position. Once you are close, use the Sumo Smash 
to pass through any Hadokens and knock down your opponent. Upon doing so, start your toss-up and throw game. Beware of the Shoryuken and 
try to bait an opponent into making a mistake with it. When this occurs, use a Ohicho Throw to punish your opponent severely. 











NORMAL MOVES 


STANDING STANDING CLOSE — 
In Super Street Fighter Il, all three of E. Honda's kick moves 
are knockdown moves. This is unique only for Super Street 
Fighter IJ. \n Super Turbo, he returns to his old normals. His HK 
sweep is extremely fast and knocks down on contact. 


JAB 


If Honda gets in close, these are the hest setup moves for 
throwing an opponent. Since they are lightning quick, the odds 
will shift in your favor if you use these standing close moves 
into throws. 
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) Crouching / 





His crouching HP hits twice, as does his MK. This is perhaps E. 
= Honda's best set of moves, based on the fact that all of his spe- 
cial moves con be charged from ». So, by throwing out these 





, moves, he doesn’t lose his charge and he is immediately ready 
- to go into a Sumo Splash or Headbutt. 
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THROWS a 
Honda's kick throw isn't as strong as the punch version, how- 


ever, on opponent can't tech escape from it. Itis a useful move, 
but it’s not one of his strongest normal throws. 
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JUMPING 


One of the biggest complaints ahout the previous versions of E. 
Honda was the fact that he couldn't effectively jump over pro- 
jectiles. Jump and press HP to jump straight up; hold + or « 
+ HP in the cir to glide in that direction. With his jump arc 
changed, you can cover similar distance but he stays much clos- 
er fo the ground. Use this move fo jump in early, because it is 
difficult to counter attack. 


JAB JAB 
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SUPER COMBO 





Double Sumo Headbutt | 

E, Honda's super combo will connect Up to four times, depending on 
the spacing between your character and your opponent. Two 
Headbutts are performed, each of which hits two times. This super 
combo isn’t at the top of the list, however, it’s capable of getting a hit 
to win a match. This super combo will annihilate any normal projec- 
file once it gets started, plus it enables you to quickly close in on an 
opponent on the other side of the screen. If you don’t knock out your 

opponent affer the first hit, you will be susceptible for a rever- 

sal anti-air move (Tiger Uppercut, Shoryuken, etc), 


Charge +, +> + + +P 











SPECIAL NORMALS 






Sweep | 


E Honda's sweep move can take out opponents from long distance. 
It is the replacement for all the normal moves from Super Street 


Fighter Ul. 
Gr 


Ss SS plash | 


The Splash is the best cross-up in the game. It has high priority and 
it leads into some of his best combos. This move is also effective 

. against attacking players who don't have wake-up moves or 
& reversal attacks with high priority. 


zor, ++MK 


SPECIAL MOVES 








Sumo Smash 
This move was changed in Super Street Fighter Il and Super Street 
Fighter II Turboso you could knock down an opponent on the first hit. 
When executed close to opponents, it’s possible to cross them up and 

force them to lose their charge. This is a huge advantage when 
& fighting against another charge-based character. 


Charge +, > +P Charge +, + +K 
This move, which now knocks down, enables you to get close to an 
opponent and play wake-up games. This is one of £. Honda's biggest 


assets. 
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—— Ohicho Throw 


It's highly recommended to base your gameplay around this move 
when using the Super Street Fighter I! Turbo version. The Ohicho 
Throw is a command grab, similar to Zangief’s Spinning Pile Driver. 
There are some big differences, however. First, the motion is very 
eosy to do (similar to a half-circle). Next, after inputting the move, 
you can “hold” the controller in the # position. This basically “stores” \, 
the motion so all that remains is pressing a punch button when your 

opponent gets close. This throw has great priority and range and it’s 

fantastic in tick-throw attacks. It is best used after a crouching LP. 


This “storing” tech He. only works for the “Old” Super Street 
Fighter 1! Turbo yession of E. Honda, To select this version, hold down “ 
the START button when choosing Super Street Fighter I! Turbo 
GF before selecting a character. ; 
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STANDING 


Guile’s most useful standing normal moves are his long-range HP 
Backfist and his fast HK roundhouse. The HP Backfist is good for dis- 
couraging opponents from jumping, and it is difficult to punish. If an 
opponent manages to avoid the Backfist, Guile’s standing HK round- 
house will neutralize almost any frontal air attack. Laslty, 
Guile’s MMK is excellent for countering low attacks like 
crouching foot sweeps. 




































7 STANDING CLOSE 


Most of Guile’s close normal moves recover too 
slowly to be of much use outside of combos. His 
close-range MK is an exception to this rule, serving 
as his best defense against cross-up air attacks. Also, 
since Guile’s close-range HK is just as good of an anti-cir 
attack as his far standing HK, it doesn’t matter which version 
is used —both of them do the job! 


With its excellent range and quick recovery, Guile’s crouching MK 
is extremely useful for keeping enemies at a distance and punish- 
ing any missed normal attacks. His crouching HP uppercut com- 
pletes his arsenal of anti-air attacks, His crouching LP and MP 
attacks are useful in combos ond close-range pressure strings. 
Unfortunately, Guile has one of the weakest crouching HK foot 
sweeps in the game, due to ifs dreadful recovery time. 


THROWS 


Thanks to his large arsenal of quick normal moves and the excel- 
lent recovery fime of his Sonic Booms, Guile has many potent 
strategies for setting up throws. Since he excels at keeping oppo- 
nents at a distance, his throw attempts naturally carry a valuable 
element of surprise. In general, his MP throw is preferred 
because mistiming it results in a close-range MP attack and it 
recovers much faster than his HP attack. Air throws are of limit- 
ed use, primarily reserved for punishing specific airborne attacks 
(for example, M.Bison’s Head Stomp or a missed Shoryuken). 
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JUMPING 


Gate's best frontal air attacks against grounded opponents are his 
Sm aing MK ond jumping HP. Both of these attacks have good priority 
sed o convenient downward angle. His best air attack against airborne 
seponents is the jumping HK, due to its excellent range. Guile’s jump- 
wea LK knee is the perfect cross-up attack fo use when jumping over an 
spponent. It's difficult to block this move correctly, and it can be used to 
= up a combo or a throw. 













Zz) first one connects. 





Due to its lengthy recovery period, avoid using the Knee Bazooka as 
‘a conventional attack. Instead, its value lies in its mobility. Using the 
+ +/iK command, Guile con move forward without sacrificing his 
‘stored charge. When performed after throwing a slow Sonic Boom, 
the Knee Bazooka creates an opportunity to advance toward an 

opponent and throw a second Sonic Boom immediately after the 


Projectile attacks have always been dominant tools in ony incarno- 
tion of Street Fighter. Guile’s Sonic Boom has the quickest recovery 
fime of all projectiles, which makes it one of the best special moves 


“in the game. The Sonic Boom can be used to keep opponents away, 


set up throws, create combos, force opponents fo jump, and control 


“space. Guile’s entire gameplan revolves around using Sonic Booms to 


force opponents fo commit errors and capitalize on their mistakes. 
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=> / + +MK = Knee Bazooka |) 
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In close, + / + +HK Reverse Spin Kick |) 


‘Much like Guile’s standing NK Rolling Sobat, the Reverse Spin Kick 
“hovers above most low attacks. Unfortunately, the move is too slow 


: to serve as a primary attack against opponents who have quick reac- 


“tions, This move is most effective when used sparingly, so as to catch 
janeoponent off-guard. 








Charge + + +K Somersault Kick) 


Although the Somersault Kick is one of the few near-perfect anti-air spe- 
- cial moves in the game, its usefulness is limited by its charge require- 
ment. Since you will need to use Guile's charge to throw Sonic Booms, : 
you wil rarely have the luxury of using the charge toward a Somersault 

Kick. Therefore, i's important to hecome adept at using Guile’s various 

“anti-air normals when his Somersault Kick is unavailable, 


However, if you can fool an opponent into jumping while Guile is 
charged for a Somersault Kick, the opponent will take a powerful 
knockdown hit. Otherwise, the Somersault Kick is most useful in com- 

bos. The damage it inflicts, along with the knockdown it pro- 


W vides, make it difficult to pass up as a finisher for a combo. 
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COSTUME 





TURBO 
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STREET FIGHTER II 


Although Guile was perhaps the best selectable character in Street 
Fighter Il, it had more to do with the weaknesses of the rest of the cast 
than Guile’s own strengths. With his various gamebreaking glitches 
removed, the only unique tools available now are his extended stand- 
ing LP and his stationary knee attack. The far-standing LP is arguably 
the best jab attack in the game. It virtually guarantees victory over a 
stunned opponent through repeated “re-dizzy” combos. However, his 
sluggish recovery on normal attacks, painfully slow jumping speed, and 
the absence of several advancing normal attacks introduced in later 
revisions leave much to be desired. 


STREET FIGHTER II 
CHAMPION EDITION/TURBO 


Champion Edition Guile and Turbo Guile ore virtually identical. Their 
movelists consist of the same exact set of normals, throws, and specials. 
Under this pair of configurations, Guile is best suited for defensive play, 
with a heavy reliance on Sonic Booms. Use his quick crouching MK to 
keep opponents at bay while charging for a Sonic Boom. Opponents who 
attempt to jump over Sonic Booms must face three forms of normal anti- 
air attacks: Guile’s standing HK roundhouse, crouching HP uppercut, and 
close-range MK Heel Kick. If opponents start to attack early in the air in 
an attempt to stuff these attacks, forego these attacks in order to crouch 
under if and leave the opponent open for a throw upon landing, Against 
opponents who attempt to counter Sonic Booms with projectiles of their 
own, Guile’s superior recovery time often provides the opportunity to fol- 
low through with his HP Backfist, while your opponent is stuck in the 
recovery phase. Since Champion and Turbo Guile can use the HP Backfist 
while charging back, the counter attack can be followed immediately by 
another Sonic Boom. With patience and caution, this play style can whit- 
tle down any opponent's patience. 





COMBOS 
STREET FIGHTER II 
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GOOD MATCH-UP 
VS CAMMY 


Cammy’s entire game plan hinges on her ability to get close to an opponent. With her fast speed and extensive inventory of knockdown attacks, it’s 
easy to accomplish that goal. However, she’s weak against projectile attacks because they render nearly all of her ground attacks useless, including 
her Cannon Drill. Against characters with slow projectile animations (such as Ryu), one well-timed jump-in can guarantee victory for Cammy. With 
the near-instant recovery time of Sonic Booms, it’s tough for Cammy to do the same to Guile no matter how well an opponent times her jumps. 
Therefore, nothing can stop Guile from barraging Cammy with a continuous stream of Sonic Booms, forcing her back against the corner while sus- 
toining significant repeated block damage. If your opponent attempts to jump, Guile’s crouching HP uppercut will send her reeling every time, forc- 
ing her to land on a Sonic Boom —with more on the way! 










mamma amass aT TT. OEE OE 


SUPER STREET FIGHTER II 


De Super Street Fighter I! variation of Guile is possibly the weakest incarnation of the batch. Without access 
© Se various mobility options his Super Street Fighter |! Turbo upgrade provides, this version is simply a clone 
@ = Champion/Turbo Guile without the advantage of his original chains. His gains are mostly cosmetic, 
eeding o shorper-looking Sonic Boom and another victory animation. His vertical jumping MK now looks 
Sertical to his standing MK, and provides yet another anti-air option to utilize. His HK Somersault Kick has 
sserted to its original single-hit form. Although this form is superior to the problematic two-hit version, it pro- 
es no advantages over the one-hit LK and MK Somersault Kicks available to Champion/Turho Guile. 
Teteasive players seeking to maximize Guile’s Sonic Boom traps and zoning patterns should stick to his 
Seempion Edition and Turbo versions. 


COMBOS 
SUPER STREET FIGHTER II 


CORNER ONIY—+ + MK, HP HP 
SONIC BOOM, HP 
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Jump in HK, + + LP HP HK 
Somersault Kick 
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HP Sonic Boom, + + LP-LP LP Sonic 
Boom, + + LK, + + MK 
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Jumping cross-up LK, + LK, ¥ + 
LK, standing LK, Double Somersault 
Kick super combo 
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BAD MATCH-UP 
VS VEGA 


Vega’s attack range, move priority, and jump speed have made him one of Guile's most dangerous opponents since Champion Edition. Vega’s quick 
jumps enable him to hop over Guile’s Sonic Booms, and his high-priority air attacks enable him to overcome most of Guile’s anti-air normal moves. 
On the ground, Vega’s constant barrage of claw pokes makes it difficult to maintain an effective defense. To stand a chance in this fight, use Guile’s 
Sonic Booms sparingly at carefully planned ranges to avoid Vega’s ground pokes. Also, stay outside of Vega’s best jump ranges. Patience is the key 
to tricking an opponent into jumping while Guile is charged for a Somersault Kick. Once knocking down Vega, follow through with a fick setup or go 
for a jumping cross-up attack, Vega lacks a good Reversal, which leaves him susceptible to precisely timed throw attempts. To defeat Vega, follow 
through on every successful knockdown and pressure Vega into making mistakes. Playing carelessly will give your opponent too many opportunities 
to take advantage of Guile’s weaknesses, but you must must be willing to take some chances. Playing it safe in this match-up may lead to a slow loss. 





SUPER STREET FIGHTER Ii TURBO 


Although Super Street Fighter I! Turbo Guile gains exclusive access to a super move and builds his super meter 
effortlessly, his most valuable upgrades are his modified normal moves. His new standing HK provides a safer 
method of moving forward while conserving charge than his MK Knee Bazooka. He also gains directional con- 
trol of his standing MK Rolling Sobat, and can now move forward or backward with if, While the forward vari- 
ation of this move is a powerful offensive tool in footsies, the backward MK Rolling Sobat provides the rare 
ability of retreating from an opponent's attack while simultaneously attacking. Backward motion on the 
ground is impossible without it because the presence of an opponent's attack on-screen triggers Guile’s block- 
ing animation. 


Unfortunately, Guile’s new standing HP Right Hook, which prevents him from retaining charge, makes this ver- 
sion of Guile a bit weaker while performing his HP Backfist. Overall, the Super Street Fighter Turbo Guile is 
the most versatile and best from an offensive-fighting standpoint, and it is recommended for players who 
enjoy playing footsies. 
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NORMAL MOVES 


STANDING CROUCHING 


STANDING CLOSE 


Super Street Fighter II Guile retains the same exact set of basic 
normals since the Champion Edition incarnation. The Super 
Street Fighter Il Turbo upgrade adds two completely new stand- 
ing normal attacks: his standing HP Right Hook and standing 


Super Street Fighter Il Guile retains ihe exact same set of nor- 
mal moves since his introduction in Street Fighter Il. However, 
Super Street Fighter I! Turbo Guile loses the close-range HK 
High Kick, restricting his anti-air options in favor of greater 


The full set of Guile’s crouching attacks remains essentially 
unchanged throughout all of his versions in the game. His 
crouching MK is still his best long-range attack, and his crouch- 
ing HP still functions os a yery dependable anti-air attack. 
Unfortunately, his crouching HK foot sweep is still the slowest 








HK Advancing Kick. The gameplay and strategy remains the mobility. 
same with these new changes. : . = attack of its fype in the game. | 
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> [= +MK Forward 
Super Street Fighter I Turbo Guile’s moveset hos been modified 
slightly to make room for his new directional MK Rolling Sobats. With 


a / < : IK SSS 
Guile’s Knee Bazooka hasbeen moved over to the LK button in Super 
Street Fighter I! Turbo. Interestingly enough, this creates some new 


In dose, > /+ +HK Roundhouse |) 


Guile’s > + HK special normal is great for going over most charac- 
ter's crouching attacks, Guile turns himself upside down and kicks 
the opponent in the head from a far distance. This move is great for combo possibilities for the move by allowing it to be chained from the controllable Rolling Sobats toking up the MK button, he has an | 
a surprise fo beat your opponents crouching attacks. Guile’s crouching LK attacks. ‘extremely fast MK move which can move both forward and back. 








Seon from the modification of Guile’s vertical jumping MK in 

Sever Stree! Fighter If ond-Super Street Fighter I! Turbo to use 

Se same animation as his standing MK Rolling Sobat, Guile’s 

Sere arsenal of air attacks remains the same . The forward 
Seeing MK is stil his best frontal airborne attack, while his 

Semeing HK remains his best air-to-air attack. Finally, his jump- 
fog LK knee is still his only true jumping cross-up attack. 
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THROWS = 
co g 
Guile’s throws remain untouched throughout his transition ‘ < 
from Street Fighter If all the way to Super Street Fighter II " \ 
Turbo. like the other characters, only other Super Street ¥ , 







Fighter |! Turbo characters con escape one of Super Street 
Fighter II Turbo Guile’s throws. Since Guile isn't overly depend- 

ent on throws, and because many of his toughest match-ups if 
arise from Super Street Fighter Il Turbo characters, this fact 
favors Super Street Fighter 1! Turho Guile overall. 
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Charge + + Somersault Kick | 
Guile's LK and MK Somersault Kicks remain the same, but his HK 
Somersault Kick has reverted to the original single-hit knockdown form 
associated with the normal Street Fighter I! version. Although the two- 

S hit version (present in Turbo and Champion Edition) often missed on its 
second hit, leaving opponents standing and Guile vulnerable to count- 

er attack, players quickly learned to rely on the LK and MK ver- 
&@ sions instead. Therefore, this change has had litile effect overall. 


Charge + > Sonic Boom 
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Despite obvious cosmetic alterations in the appearance of Guile’s 
Sonic Boom, the move remains essentially unchanged. It travels 
along the same horizontal axis as before and recovers just as quick- 

ly. It's still the most valuable tool in Guile’s arsenal. : 
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SUPER COMBO 
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: ____ Double Somersault Kick § 


Because Guile gains so much Super Meter with every Sonic Boom, it’s 
rare for a round to end without gaining access to this move. 
Unfortunately, the Double Somersault Kick is arguably one of the 
weakest super moves in the game compared to other characters. It’s 
totally unsafe when it gets blocked. Furthermore, it must be performed 
at point-blank range to connect with all of its hits. If not, it will fail to 
knock down the opponent, leaving Guile vulnerable to counter attack. 


Charge » = * +K 


On the plus side, it can score four powerful hits against airborne oppo- 
nents when timed properly. The only use for the Double Somersault 
Kick outside of anti-air situations is to finish off an opponent through 
multiple hits of block damage. You shouldn't concern yourself with 

landing this move; getting trigger-happy with super moves is one of 
the easiest ways to lose track of your overall game plan. 


























STANDING 


Ken and Ryu’s normal moves are identical. Ken‘s standing MP is great 
at stuffing projectiles before an opponent can finish throwing them. His 
HK is ideal for stopping jump-in attacks, if there isn’t fime to complete 
a Shoryuken. 





STANDING CLOSE 


Ken's standing close normals are his staple for 
big damage. In close, Ken has the ability to 
dizzy you if he connects with anything. If Ken 
connects any normal move, he can chain it 
into alot of moves that result in a dizzy. A 
standing HP up close will combo into any spe- 
cial move that Ken has, and MK will combo 
into special moves in Street Fighter II Turbo. 


All of Ken’s crouching kick moves are extremely useful. The crouching 
LK is great for unleashing multiple hits and, when chained together, 
they can sometimes dizzy an opponent. His crouching MK can two-in- 
one into any special move, which makes it a very powerful normal. His 
crouching HK is great for buffering a Hadoken, whether or not if con- 
neds, as the Hadoken will come out after the sweep is complete. This 
is a great technique to use for trapping opponents in the corner 
with the Hadoken. 


THROWS 


Because Ken has a slower projectile, his tick-throw traps are 
almost inescapable. Using a slow projectile followed by a 
throw is a ruthless strategy! Ken's kick-throw animation is 
different than Ryu's, as Ken rolls twice on the ground and throws 
his opponent, while Ryu only rolls once. 
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JUMPING 


Se: ar moves are best utilized for jump-in attacks. Some of them can 
© 27 fo beat your opponent's move in the air. For example, all of 
Ss straight-up moves have priority over his jump-forward moves. Use 
» — 7X when an opponent jumps in to knock them out of the air. 
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SPECIAL MOVE 
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This cool projectile, like other projectiles, can he used fo pressure 
opponents, keep them at bay, and force them fo jump or make a mis- 
take. Ken’s Hadoken is slighty slower then Ryu’s, but it can still be 
used in acombo. 
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Ken's Shoryuken is the most recognized move in all of Street Fighter. 

It changes in Champion Edition, though, to distinguish the move a bit 

from Ryu. In this version, it’s copable of multiple hits, just like his 

Tatsumaki Senpukyaku. It also gains an arc that makes it much eas- 
ier to use as an anti-oir defense, 
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Hadoken } 


In Air + ¢ + +K 


Shoryuken | 






Tatsumaki Senpukyaku ] 


Ken's Tatsumaki Senpukyaku is great to use in multi-hit combos, espe- 
dally if you don't want fo knock down your opponent. In Street Fighter 
II, this special move is the exact same as Ryu’. In the Champion Edition 
version, Ken’s Tatsumaki Senpukyaku doesn't knock down on the first 
connected hit, so it can be used in a combo for multiple hits. In*the 
- Street Fighter I Turbo version, use the Tatsumaki Senpukyaku us 

a two-in-one in the air for three or more hits. 


tee+K 








Tatsumaki Senpukyaku | 


Instead of knocking down an opponent like Ryu’s Tatsumaki, this 
move continues to hit in the air. This can lead to big damage and 
oftentimes a dizzy, if it’s used in a combo. 
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STREET FIGHTER II 


Street Fighter II Ken is all about combos. Master the 4-hit combos and 
you'll most certainly dizzy an opponent every time. Cross-up HK, 
crouching LK, and LK + HP together (to make the LK cancel into a HP), 
then finish with a HP Hadoken, Learn this combo and use it each time 
you dizzy and opponent for an easy victory. 


STREET FIGHTER II 
CHAMPION EDITION 


In Champion Edition Ken has a faster Hadoken, which is great for 
Hadoken traps. Since he has a Shoryuken that arcs, use his Shoryuken 
when an opponent jumps out of the Hadoken trap. This is one of the 
most difficult traps to escape from in the game, so use this tactic to 
defeat your opponents. 


STREET FIGHTER I] TURBO 


Here is where the changes really begin. Ken's Tatsumoki Senpukyaku is 
much faster and adds hits to a combo. If you two-in-one his jumping HK 
into an air Tatsumaki Senpukyaku, it creates a dizzy almost every time! 
Ken's Shoryuken is also capable of knocking down, so combo into it to 
make your opponent drop. You can even take advantage of projectile 
traps or zoning games. 
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Jump in HK, + + HK, HK Tatsumaki 
Senpukyaku 
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Jump in HP + + MP. + +HK 
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GOOD MATCH-UP 
VS. CHUN-LI 


Chun Li's main weakness is that she must be close to be effective. Obvioulsy, the main goal is to keep 
her away! Mix up the Hadokens with different speeds, then use a Shoryuken when she jumps. After 
knocking down Chun-Li, throw a LP Hadoken to hit her on the back of her head on her wake up. Follow this Hadoken 
and throw her after it hits, or continue to barrage her with Hadokens in the corner. It is extremely difficult for Chun- 
Li to escape this trap without jumping, and Ken’s Shoryuken should punish her if she does get airborne. 
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SUPER STREET FIGHTER II SUPER STREET FIGHTER Il TURBO 


Sever Street Fighter I! Ken has gained two new properties for his older moves in this version. He now has the The differences between Ryu and Ken have been growing steadlily since Champion Edition, but these differ- 
Seming Shoryuken. This move hits three times for serious damage. It also goes up at more of a angle than ences are very easy to see in Super Turbo. Ken gains an overhead kick move in this version, which hits mid 


tyes. Also, since it hits three times at different points in the arc, you will be able to hit opponents from far- _then hits high. Sadly, his best new asset in this version is not a new move, it is his MK throw. Ken now grabs 
Se awoy than before. His new and improved Tatsumaki Senpukyaku now hos a rainbow pattern (in the air). his opponent by the head and knees them in the stomach multiple times. This opens up one of the greatest 
foe con also use it at the end of your jump, to maximize your safety, and still hit your opponent with a —_mix-ups ever. When the throw is complete, it pushes the target into the air while Ken stays on the ground. This 
Tesumaki Senpukyaku. prepares you for another throw, or a crouching attack linked into the Shoryureppa. This technique can also be 
employed to trick your opponent by walking under them to get on the other side. Yet another option is fo jump 
up and use a LP and two-in-one this move into a Tatsumaki Senpukyaku. Ken's HK in this version is also a 
; great asset, since it moves farther than any of his normals. The new special kicks in his arsenal can be used 
: £0 M B 0 S for tricks too, like doing HK (no hold) version while standing directly over someone getting up. Ken “teleports” 
io the other side and can combo them from behind for a surprise. 
SUPER STREET FIGHTER II 
Cross-up HK, LP + + LP HK 
Tatsumaki Senpukyaku 
Cross-up HK, HP HP Shoryuken 
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Jump in HP (any kick) Air Tatsumaki 
Senpukyaku, + + LK, Shoryureppa 
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BAD MATCH UP 
VS SAGAT 


Ken has major problems in this battle. Ken has no reliable ways to get close to Sagat without doing a blind air Tatsumaki Senpukyaku. Fighting Sagat 
with Hadokens only works for a limited time, so avoid that strategy. Some people like to use Sagat’s Ground Tiger Shots in sets of two, so use the 
LK Tatsumaki Senpukyaku twice in a row to hop over them. This will keep you within range for a quick Shoryuken or close combo. Don't get close 
with an Air Tatsumaki Senpukyaku, unless you anticipate a Ground Tiger Shot. Or, do one quickly after jumping to create a lower flying arc and get 
back on the ground sooner. Otherwise, you may get knocked out of the air by a Tiger Uppercut. When Sagat gets knocked down in the corner, use 
a Hadoken trap to make him jump, or force him to battle it out with Tiger Shots. 
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NORMAL MOVES 


STANDING 


There are big changes to Ken’s HK move in Super Turbo. {t now 
goes much further and it can’t be used for anti-air attacks. It is 
great at stuffing attacks and getting close to opponents. If you 
play against someone who hesitates o lot, use this move to 
make them read. 


STANDING CLOSE 


Ken's close MK has been replaced by a one-hit axe kick in 
Super Turbo. The HK axe kick is completely gone, having been 
replaced by his new HK normal. fn many ways, this version of 
Ken is o complete departure from the early versions of Ken and 
the Super Street Fighter II version. 
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SPECIAL NORMALS 
JUMPING 


One change in the Super Turbo version of Ken is his x / + / * 
+ MK. This is a great move for crossing up an opponent, 
because it almost always crosses up when you jump in with it. 
And, unlike Ryu, Ken can follow up a hit with a combo since it 
doesn’t knock down his eprotee 
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_ THROWS SPECIAL MOVES 
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flen’s MK throw, in Super Turbo, is one of the best in the game. 
He grabs his opponent's head and knees him in the stomach. 
fou con mash on the controller for quicker, additional hits. 
Afier the knee strike you are clearly at an advantage, because 
you are on the ground while your opponent has fo come down 
from the air. There are several mixups off this throw. For 
example, just walk toward your opponent to warp to the other 





side and perform a combo, Or, you have the ability to go high, a — la afr FF ; ' 
low, or overhead. - 
i + > + Any P Hadoken | tes tk ___Tatsumaki Senpukyaku 
This version of the Hadoken is faster than its predecessor, but slower Ken’s Tatsumaki Senpukyaku still hits multiple times, and it has 
thon Ryu's Hadoken. It also has lot less recovery than before, which gained a rainbow effect in the air. It can also be perfomed at the last 
makes it a really good projectile. The LP Hadoken is extremely slow second, while approaching the ground, to minimize the exposure of 
so you can walk behind it and follow it up with a normal attack. getting hit. If you perform this move at the last second above an 





= opponent's head, if will connect twice and create a short period of 
time to follow with a combo. Using the LK Tatsumaki Senpukyaku in 
Et ies Gat nag the air before landing is a great way to charge the super meter 


r & & in Super Street Fighter I! Turbo. 
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CROUCHING ¥4 . ee +x + +K, hold for second overhead kick 
Ken's Shoryuken uppercut differs immensely from Ryu’s in these two 
versions. When performed with LP it hits once, MP hits twice, and HP 
‘ie Tar: 47% | oe hits three time and includes flames. Also, the Shoryuken extends fur- 
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Although the overhead combos here, it can still be used as an over- 
head if it gets blocked, Holding down the kick button causes the 


ther from the starting point, making it somewhat more effective. move to turn into an overhead attack if your opponent blocks low. 





3 STRONG 
iF 

















Pan 








++MP * 
FIERCE bes a itl Shoryureppa ‘s 
wee “Te. ; ; The Shoryureppa is a great super combo for onti-ar attacks that have - ‘ 
‘fox good priority. For example, if someone playing as Zangief con- y 
stantly jumps toward you with the Body Splash multiple times, use f 


this move to gain some space. Because this move starts with 
invincibility, the Shoryureppo will connect and your oppo- 

nents attack won't. You can add this super combo to ; 
GF orobrer combo to produce huge damage. " 7 





++HP . 










STANDING 


Ryu's normal moves are pretty slow. His standing HP has distance and 
if can punish opponents when if connects. However, the the opportunity 
to use it is limited because if is slower than most other attacks in the 
game. On the other hand, Ryu's standing HK is a great anti-air attack if 
an opponent is out of range of Ryu’s Shoryuken. 





STANDING CLOSE 


Ryu's dose normals are great in a combo because 

they cause big damage. A dose-range HP can be 

followed by a Hadoken for a two-in-one. Also, Ryu's 
standing LP can set up a chance for a throw if it is 
blocked. 


Ryu's crouching normals are great to string together for big combos. You 
con chain five crouching LKs together or end it with a crouching HK. 
Sometimes, you can dizzy an adversary by linking five LKs tegether. 
You can also “buffer” moves off his crouching HK. For example, do a 
crouching HK, then buffer a Hadoken to come out during the last few 
frames of the crouching HK. Although this won't act as a combo, it’s a 
great way to keep the pressure on a blocking opponent. Ryu also has a 
great crouching MK, which can used for a two-in-one with a Hadoken or 
a Shoryuken afterward. 





THROWS 


Throws with Ryu are especially important, because you can follow up a 
Hadoken to put them in block sfun, and throw them while they are sfill 
blocking without retaliation. These kinds of tactics are considered 
“cheap” by some players, so keep that in mind. Throws are also the only 
known difference between Ryu and Ken in Street Fighter It when Ryu 
does his kick throw, he rolls only once. 
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NORMAL MOVES 























ROUNDHOUSE 
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++MK 









> /++MP/HP | » /++MK/ HK 

















JUMPING 

tyes air moves are fairly straightforward. His jumping LK in the air has 
« a of priority, but it causes almost no damage. If you are looking to 
‘= dese to on opponent upon landing, it is the best move to use. 















++LP x /a+lP 


+ > +AnyP Hadoken |! tee tk ___Tatsumaki Senpukyoky I 


The Hadoken, one of the best projectiles ever, is a mighty force. The Ryu’s Tatsumaki Senpukyaku is great if you need to travel long dis- 

power of the Hadoken comes from Ryu's own fists and leaves an tances in a short period of time. It can go over Guile’s Sonic Boom and 

STRONG imprint of his fists inside. The Hadoken has three different speeds Dhalsim’s Yoga Fire, too. Use if in conjunction with a crouching MK to 

; — and mixing them up will really confuse an opponent. combo for big damage. From Champion Fdition onward, the 













Tutsumaki Senpukyaku knocks down an adversary on the first suc- 
cessful hit. In Street Fighter I! Turbo, you can 2-in-1 the Tatsumaki 
W Senpukyaku in the air and and make it connect for two hits. 





++MP 




















FIERCE 


> 4x+P Shoryuken ] 
Ryu's Shoryuken is one of the most powerful moves in all of Street 
Fighter. It inflicts huge damage and is effective against anyone who 
dares to jump in. The Normal version of this move only knocks down 
your opponent when he or she gets hit out of the air, so beware. This 
move also hits an opponent twice on the ground if you are fighting 
in close. This is your most prized asset when fighting opponents. You 
+4+LK x /a4lK can also combo the Shoryuken after a crouching MK or a stand- 
ing HP in close. 


FORWARD FORWARD 


++MK 


t ’ 
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ROUNDHOUSE ROUNDHOUSE ~ 
ae In Air + ¢ + +K Tatsumaki Senpukyaku 


The air Tatsumaki Senpukyaku is a valuable upgrade for Ryu. Use it 
to fly across the screen where very few adversaries can reach you, or 
use it to confuse an opponent by using it on the other side to cross 

him up. Lastly, unleash it ina combo on bigger characters, such 
+ +HK x /7+HK Y as Sagat and Zangief. 














COSTUMES 


STREET FIGHTER II 


COSTUME 


STREET FIGHTER Il 
ALTERNATE COSTUME 
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CHAMPIONSHIP 


COSTUME 





TURBO 
COSTUME 





STREET FIGHTER II 


Street Fighter I! Ryu is all about combos. If you master the 4-hit com- 
bos, you can dizzy your opponent almost every time. Ryu also has a 
“glitched out” combo that utilizes LK + HP. Stort with a cross-up HK, then 
do a crouching LK, link LK + HP together to make the HP combo, then 
finish with a HP Hadoken. If you master this combo, you can dizzy your 
opponent almost every time, 


STREET FIGHTER II 
CHAMPION EDITION 


In Champion Edition, Ryu gained a faster Hadoken that is great for pro- 
jectile traps. Because he has the fastest projectile in the game, it’s pos- 
sible to lock down characters in the corner with multiple HP Hadokens, 
If they get out of this trap and jump toward you, take them out of the 
air with a Shoryuken. 


STREET FIGHTER I] TURBO 


With the addition of the air Tatsumaki Senpukyaku and the invincibility 
of the Tatsumaki Senpukyaku at his disposal, Ryu is the arguably the 
best Street Fighter I! Turbo character. Use the LK hurricane kick when 
fighting in close quarters (since it has invincibility) to stop many of your 
opponent's moves. This is also the only version of Ryu that can two-in- 
one a Tatsumaki Senpukyaku in the air and make it connect. Ryu’s 
Shoryuken also knocks down opponents in this version, so when you 
combo it your opponent will be floored. This tactic enables you to pre- 
pare Hadoken traps or other waiting/zoning games. 





COMBOS 


STREET FIGHTER II 
Cross-up HK, + + LK x 4 


Jump in HP HP Hadoken 
Somp in fK, + + MP, HK Tatsumaki 
@ FaF,) 


j + ) 


STREET FIGHTER I! TURBO 


Jump in HP + + HK, HK Tatsumaki 
Senpukyaku 


7 


Crossup FK, + + MP + + MK, HP 
Hadoken 
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GOOD MATCH-UP 


VS E, HONDA 


When fighting £. Honda, you should be in the drivers seat. £. Honda’s Headbutt is almost useless against a good Ryu player. Throwing Hadoken’s 
will stop most of the Headbutt’s from connecting. Your opponent will likely resort to jumping or performing the sumo splash. Just keep your distance 
from Honda and you should fair well in the fight. You can actually use a crouching HK against all of E. Honda’s jumping attacks, including the Sumo 
Splash. Don’t get too close to E. Honda while he is on the ground. His excellent throw range and wakeup moves are high priority. If he gets too close 
to you,-use an air Tatsumaki Senpukyaku to get away and start the process over again. 
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SUPER STREET FIGHTER II 


Seer Stree? Fighter Il Ryu gained a new move and a new property for an older move. He now has the 
Sheteretsu (red) Hadoken, which was a glitch in earlier versions of the game and would only appear ran- 
tem’y. Due to the high popularity of this so-called glitched “Red Hadoken,” it was added to his arsenal. The 
Sekonetsu Hadoken leaves an opponent in a burned state a little longer than the normal Hadoken. At close 
epee, this move knocks down your opponent. This is crucial when attacking with crouching MK and chaining 
{me a Shokunetsu Hadoken. His new and improved Tatsumaki Senpukyaku now has o rainbow pattern that 
#falows. It starts close to the ground and makes an arc as it goes across the screen. You can also use if at the 
2 of a jump (to maximize safety) and hit your opponent. 


COMBOS 


SUPER STREET FIGHTER II 
++1K, ++HP Shakunetsu Hadoken XS 


; 
Grossup HK, #+MP + + HP. 
Shokunetsu Hadoken 


® 


On crouching opponent, -» + MP + 
+ MK, Shinku Hadoken 


& 


+ +LKx 3, Shinku Hadoken 


BAD MATCH-UP 
VS VEGA 


Vega has lots of strengths, so read onward to learn some key strategies. One advantage he has over Ryu is his speed. Your opponent can react fo a 
Hadoken, jump over it, and hit you with a 2-hit combo fairly easily. Only throw Hadoken’s from afar, or fake them up close to psych Vega into jump- 
ing straight into a Shoryuken. Another key advantage for Vega is his range. The claw on his hand gains him some extra reach to complicate things. 
Fortunately, all of Vega’s normals can he stopped with a crouching HK. The only one that can’t be countered in this manner is his crouching MK. Ryu's 
crouching LK will put an end to this attack. If your opponent starts utilizing Vega's Flying Barcelona Attack, use Ryu’s LP Shoryuken. If you use an 
HP Shoryuken, your opponent can easily land before you and cause big damage. Lastly, don’t get near Vega on wake up because he has more range 


in his throw than Ryu. 





SUPER STREET FIGHTER Il TURBO 


One of the best things that Ryu received in his Super Turho form is a super-fast overhead move. This move + 
+ MP can hit ducking opponents and combia into alitiost anything. He also has a -» + HP move that is excel- 
lent for a Frame Advantage when blocked. You can follow this move up with a throw, mix it up with an over- 
head attack, or use a crouching MK into Shinku Hadoken. Another new move is the jumping MP. This MP 
enables you to jump into the air and hit an opponent up to three times. Upon landing, you can use Shinku 
Hadoken and hit your adversay two additional times for a 5-hit juggle combo. This move also has a lot of pri- 
ority in the air, so the chances of landing it are high. 





COSTUMES 
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NORMAL MOVES 
STANDING 


His standing moves haven't changed at all. He still has HK 
which is great for anfi-air attacks if you don’t have time to do 
a Shoryuken. His punches have range and can frade with pro- 
jectile throwers a lot of the time. 





FORWARD | 





STANDING CLOSE CROUCHING 


Ryu’s crouching attacks are great for chaining together for big 
damage. Almost all of them can be used in conjunction with a 
two-in-one. His crouching MK has a lot of range, so use that a 
lot fo follow it up with a Hadoken. 


A few changes here include the fact that Ryu’s clase-range MK 
can be followed up with any special move, and his HK Axe Kick 
hits twice instead of randomly. 








___ JAB 




















oe eK HK 





> /++MP / HP 





SPECIAL NORMALS 





In close, + + MP 
This move is a overhead attack, which means that if an opponent is 
ducking it will hit him or her while they are blocking. This is a great 
moye to keep your opponent guessing. You can also use this move to 
start off a combo. 


& 












In close, > +HP 
This move is an advancing move. Because of its incredible speed, it’s 
possible to get next to your opponent very quickly. This is also effec- 
tive when your opponent is blocking. It puts him or her ina pressure . A 
situation, since they must determine if an overhead attack or a low 


GF Shinku Hadoken is on its way. 


C 7 me i 
WIN 


JUMPING 


Ryu's primary goal when jumping is to land that all-important 
combo. Every single one of his jump-in moves can start a mas- 
sive combo and almost dizzy the opponent. 


Ryu’s only change here is his s / + / » + MP. This move can 
be repeated for a total of three hits, and it can be linked into 
a combo affer a Shinku Hadoken. If also has great air priority. 


JAB i 3 JAB 





++LP a/~+bP 


STRONG 








+ +MP «/»+MP 
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++HP «/~+HP 
SHORT SHORT 
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+ + MK a /~»+MK 


FORWARD 











_ ROUNDHOUSE ROUNDHOUSE 
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SPECIAL MOVES 






+x > +AnyP_ Hadoken j 


This Hadoken is faster than its predecessor and it has a lot less recov- 
ery fime than before. This makes the Hadoken a really good projec- 
tile. Not much else has changed with this move. 


z Shoryuken ] 
Ryu’s Shoryuken uppercut is only one hit now with each punch but- 
ton. It also knocks down your opponent every time regardless of the 


yg" 
SUPER COMBO 


>++x+P 


Shinky Hadoken 


t+uetxuasP 


This Shinku Hadoken is the only super projectile in the game. It com- 
bines Ryu's power and unleashes five Hadokens in one. This is a great 
super on so many levels. If you're having a projectile fight and Ryu's 
Super Meter is charged, use the Shinku Hadoken fo go through your 
opponent's projectile. This results in the loss of only one of the five 
Hadokens, while the other four hit your opponent. This Shinku 
Hadoken is also very effective at getting out of lockdown traps that 
have you stuck in the block stance. Since the Shinku Hadoken 
carries invincibility with it, it can also be used on wake up. 











—__Tatsumaki Senpukyaku 


Ryu’s Tatsumaki Senpukyaku lost the invincibility from Street Fighter I! 
Turbo, but it gained a rainbow effect that changes its trajectory. You can 
also use this move at the last moment while approaching the ground fo 
minimize exposure. Either way, it almost always knocks down its tar- 

get. Using the LK Tatsumaki in the air (before landing) is a great 
@ woy to charge the Super Meter in Super Street Fighter Il Turbo. 


seetk 





Shakunetsu Hadoken | 


The infamous Shakunetsu Hadoken. It can dizzy an opponent from 
great distances and knock him or her down at close-range. 
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NORMAL MOVES 
STANDING 


Standing MK is one of the best harassment moves in the ‘ S| STRONG » FIERCE 

game —if done versus Ken/Ryu as they throw a Hadoken, it fe es - 
will snuff their attempt. Standing LK from far away has the 
benefit of beating certain attacks (such as Guile’s crouching 
MK), as well as setting up Spinning Pile Driver attempts 
(blocked or not). Standing HK is also a decent anti-air 
affack against certain jump in attacks. 


















STANDING CLOSE 


Use an early standing MK as the oppo- 
nent is getting up and input the command 
for the Spinning Pile Driver, or you can 
combo a Spinning Pile Driver into o standing LK if 

it hits, Against some characters (especially versus 
Dhalsim) close-standing MP becomes very important because 
they are forced to block it even when they are crouching. 





















CROUCHING 


Crouching LP is one of the many secret moves fo playing a good 
Zangief. It will stop many attacks (Honda's Headbutt, Blanka’s Rolling 
Attack, certain attacks from Dhalsim, etc.), as well as put up a shield for 
the opponent to deal with. Beyond all of that—it also sets up many 
combos and Spinning Pile Driver attempts. Crouching HK will be your 
other strongest crouching attack. Not only is if relatively fast —it knocks 
the opponent down, which allows for more Spinning Pile Driver attempts. 


FIERCE 





++MP ++HP 





ROUNDHOUSE 


FORWARD 









THROWS 
PILEDRIVER FACE CLA 
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CLOSE, ‘AT CORRECT DISTANCE, Spe AT CORRECT DISTANCE, 
> +MP > +MP CLOSE, » + MP ~ + MP / HP 








JUMPING 


STRONG 








FORWARD FORWARD 


Sanpraserer 








SUPLEX 


2) 


> +HP 


Tere are going to be times when you are getting zoned out by projec- 
ss, and you have to jump. Jumping HP is a good move to start with 
becouse it has a lot of range, and it avoids a lot of projectiles. 





+4+LK a/n+kK 


HEAD BITE 





AT CORRECT DISTANCE, 


SPECIAL MOWES 





3 punch buttons 


When fighting versus anyone with a projectile, the Spinning Lariat is 
going to be what you will use half the match—either to avoid the 
projectile, or try fo get in close while protecting yourself 


In Street Fighter Il Champion Edition, Zongief can move forward and 
backward during this move. 


In Street Fighter If Turbo, 3 kick buttons initiates the same move, but 


W he cannot be swept out of it. 





360-degree controller motion +P Spinning Pile Driver i] 


Spinning Pile Driver is what makes or breaks Zangief players. Your 
goal is to not only land this move, but also to have your opponent fear 
it. Hopefully, this will put them into a mindset to commit mistakes, 
while frying to avoid it. 


The Spinning Pile Driver not only does a lot of damage, but also has 
0 lot of range. You will want to learn the ranges of your opponents 
attacks, so you can use the Spinning Pile Driver to counter their 


W special moves. 


GERMAN SUPLEX 


OVERHEAD TOSS 





Spinning Lariat | 





SPECIAL NORMALS 












3 — 


++ MP / HP (on way up) Headbutt | 


This is one of the strangest moves in the game. If this move is done 
in the early part of the round (first 5 seconds) if will stun on hit. This 
is huge early in a match because getting your opponent dizzy and 

then hifting them with a Spinning Pile Driver takes away almost 


W 5056 of their life bar. 





«/~x+++HP Body Press 
When you are on top of the opponent, the Body Press (jump, + + 
HP) is a really good move because it can cross the opponent up 


W and it forces them to block standing. 





Double Knee Press | 


The Double Knee Press is added to Zangief as a special normal in the 
Street Fighter II Turbo version of the game. He was given a jumping 
LK that has the same (Dropkick) animation as his other jumping 


G kicks in this version. 


af[n+¥+lK 
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COSTUMES 


STREET FIGHTER II 
COSTUME 


STREET FIGHTER i] 
ALTERNATE COSTUME 





CHAMPIONSHIP 


COSTUME 


TURBO 
COSTUME 





STREET FIGHTER II 


Zongief is able to take damage, and you should always keep this in 
mind. Never be afraid to trade damage for information —if you jump 
in twice in a row, and the opponent does the same thing, chances are 
they will the third time and that is when you switch things up and go for 
a mix-up that will let you connect with a Spinning Pile Driver. You may 
have to be patient and sit on the other side of the screen for half the 
round, just so you can realize where the gap is in your opponents 
attacks and go in for the kill when the opportunity presents itself. 
Master the Spinning Pile Driver from both sides and you will soon see 
your opponents fear. Zangief in this mode is unique because after per- 
forming a successful Spinning Pile Driver, he doesn’t bounce very far 
back from his opponent—close enough to keep applying pressure as 
soon as his opponent stands up. 


STREET FIGHTER II 
CHAMPION EDITION 


Gaining the ability to move around with the Spinning Lariat helps out a 
lot, since it gives him positioning advantages while also allowing him to 
avoid projectiles. After a successful Spinning Pile Driver, Zangief will 
bounces back very far from the opponent limiting his ability to go for 
another one as they wake up in this version. Although this takes away 
some of his options, he is still an opponent to be feared. 


STREET FIGHTER I] TURBO 


Arguably the best version of Zongief ever! The Kick Lariat opens up a 
whole new world for Zangief. This move can put him right next to the 
opponent while being invincible to crouching attacks, allowing him to 
use a Spinning Pile Driver when he recovers from the Spinning Lariat. 
Not only that, but the 3 kick Spinning Lariat recovers much faster than 
the punch version, allowing for positional mixups when trying to get 
close to the opponent. 








COMBOS : 
STREET FIGHTER II 


Cross-up + + HP in-air, + +LP.x3, + 
+HK 


WD 
LK, + + HK 


W 


Gossip + + HP ini, ME MK, + + 
HK 


at 
oss Up + + HP in ot, + + MK, 
Spinning Loriat 
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Cross Up + + HP in air, + + LP x 2, 
HP 


7 


++1Px2,LK, + +HP 
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GOOD MATCH UP 
VS RYU 


While Zangief does have a hard time versus many characters; his one winning matchup across the board seems to be versus Ryu. While your main 
goal against most characters is to try to get close and land a Spinning Pile Driver, you don’t have to actually land one to win this matchup. What you 
do need is some patience and a good attack plan. While you are far away from each other, neither one of you can do much damage. Zangief can 
Spinning Lariat through Ryu's Hadokens and you can’t attack him at all. So, the only time you will really hang out at this range is either when Ryu 
is running away trying to build up meter (Super Turbo Ryu), or you are taking a small breathing break trying to bait Ryu into coming closer to you. 
Around Mid Range (outside of Ryu’s crouching MK) you will want to harass him your standing MK while trying to get inside his attacks. Look out for 
the occasional Hadoken and use your Spinning Lariat when you see it, or think it is coming. Even if you guess wrong you can either try to steer your- 
self backwards, or go for another one when you recover. Your main goal is to get in, so that you can get your standing LK to connect (blocked or 
not, you don’t really care) to combo into the Spinning Pile Driver. Another good tactic is take o step back at this range and let Ryu throw a Hadoken, 
then do jumping HP to smack him in the head. A good mixup to use is a standing LK followed by a Spinning Pile Driver. For your next attack walk 
up and use a standing LK, and chain it into a crouching HK —this will combo if it is done correctly and the LK hits, The reason why this works so well 
is that a lot of people will block the standing LK then try to stop the Spinning Pile Driver attempt with a Shoryuken—if they mess up their attempt 
you will trip them and get another chance to land the Spinning Pile Driver. Another mind game layer is to do standing LK, pause (to see if they are 
going to use a Shoryuken, or block), and instead of using a crouching HK, do another standing LK and perform a Spinning Pile Driver. Note: you 
can actually combo standing LK, standing LK for a 2 hit combo. 





SUPER STREET FIGHTER II 


Stee with Super Street Fighter II, Zangief goes through some grow- 
ee pains: losing the low invincibility with the 3 kick Spinning Lariat, 
seeing a throw whiff on the Spinning Pile Driver, having three differ- 
set srengths of the Spinning Pile Driver (light punch does less damage 


SUPER STREET FIGHTER Il TURBO 


Realizing that Super Street Fighter II Turbo Zangief was never going to live up this his former Street Fighter I! Turbo glory days, but they gave him 
anew move that nullifies projectiles while allowing him to move forward. An interesting move that doesn’t necessarily replace the 3 kick Spinning 
Lariat from Street Fighter I! Turbo, but it does bring a new dimension to Zangief allowing him to get closer and apply pressure to the opponent. His 
super combo is very scary, and can turn the tide quickly in a battle. 


See bord punch), and on air throw! However, his main strategy 
semains the same—try to get close and use the Spinning Pile Driver. 
Te Double German Suplex/Flying Powerbomb gives him some fun 
se%ees, when an opponent whiffs a normal attack right in front of him, 
eee con attempt to grab them while they are in their recovery with it. It 
Seen’ do that much damage, but the move is very fast. 


> coMBOoS 
: SUPER STREET FIGHTER II 


Goss-up + + HP in air, + + LP x2, 


| 1K, HK 
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| Cross-up + + HP in air, MK, LP + + 
iP + +HK 
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SUPER STREET COSTUMES 
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FIGHTER II TURBO 


~ — Goss-up + + HP in air, LP + + MK, 
Banishing Punch 


& 


Cross-up + + HP in air, + + LP x4, 
LP, Banishing Punch 
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BAD MATCH UP 
VS DHALSIM 


You are going to spend a lot of time on the other side of the screen away from Dhalsim whether you like it or not. Between blocking Yoga Fire and 
his limbs, you will get pushed back nonstop. Just remember to be patient, and once you do get in, you are going to do a lot of damage, if not win 
the game. When your opponent uses a Yoga Fire, walk toward it and block it at the last possible second, so you don’t get hit by it. Your goal is to 
get in and every litle inch counts. You want to jump in with the Double Knee Press (down+MK) alternating between jumping and pressing button 
zarly, or late. You will often trade (usually losing out on damage), but sometimes trading is your best bet to get closer. When you do get pushed 
back, a crouching MP will hit some of his limbs depending on the attack. Don’t be afraid to use a Spinning Lariat every now and then. Especially 
when a Yoga Fire is coming your way, Remember that you have the bigger throw range and a much better throw than he does. So, if Dhalsim tries 
io do any throw traps (slide into MP throw being the most common) use your Spinning Pile Driver. Also, since you have the bigger throw range almost 
every single time you can get a standing LK to hit him, and go for the Spinning Pile Driver. He has to Yoga Teleport to get out of this trap, but it is 
zasier to talk about this escape than it is to perform it. 











NORMAL MOVES 


STANDING STANDING CLOSE 
His HK is great for anyone jumping in on you. Since it is a quick All his close normals are good for comboing into the Spinning 
attack, it gets your opponent off of you. Pile Driver. 





LP 


FORWARD | ) STRONG 





ROUNDHOUSE ___ FIERCE 








HP 
THROWS 
Since the Spinning Pile Driver is his main throw, you don’t want : - FF ce 
fo use regular throws foo much unless you are in a situation ‘ 3 PPTs ii Fs 7: 
where you are trapped. ‘ 
PILEDRIVER ABDOMINAL CLAW | 





z[m,++ik / MK x — Double Knee Presl 


> +MP «+ MP 


The Double Knee Press is great for getting in on your opponent and 
>» = ~ having the option for the first move on the ground. Since it is so 


FACE CLAW SUPLEX quick, you will be the first to act, and the mix-up game will be yours 
: ac for the taking. 





+ +HP > +MK 


HEAD BITE » AIR THROW 





IN AIR, = /+ / ++ az freee HP Body Press | 
MP / HP The Body Press can cross-up an opponent from any range, and often 
leads to big damage. If Zangief can get in close to an opponent, he 
AIRTHROW has the upper hand. Use this move to confuse your opponent, and 
3 then go for a quick Spinning Pile Driver while they aren't looking! 
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IN AIR, + /+ +4 
MK / HK 





Zangief’s whole setup game is the tick-throw into the Spinning 
Pile Driver. Crouching LP is great for that. 








++LP ++LK 


STRONG FORWARD 





++MP ++MK 





ROUNDHOUSE _ 





+ + MP / HP (on way zi Headbutt 


This move lost its ability to dizzy in ae opening seconds of a round, 
but has enormous potential when setting up the Spinning Pile Driver. 
Since it can only be done of a straight up jumping move, you must 
come down with the Headbutt, and immediately try for a Spinning 
& Pile Driver. This move has great tick-throw potential. 


>. 








JUMPING 


Zangief spends a lot of time in the air since he has no projec- 
tile deterrent. A lot of his moves are high priority if you do 
them immediately when you leave the ground. Most of his air 
moves can also be used on the way down fo setup a Spinning 
Pile Driver. His LK is extremely good for this purpose. 


JAB 


_ STRONG 





3 punch buttons Spinning Lariat | 360-degree controller motion + P Spinning Pile Driver I 
eaiP MP Zangief can still use this move as.a great anti-air for people jumping Due to gaining the throw whiff, you have to be a little more cautious 
- et in at him, and con also use it for passing through projectiles. with the Spinning Pile Driver. Before if you mis-timed the Spinning 
‘ Pile Driver tick and peformed it while they were still in block stun, 


you would just get a a punch attack. In this version Zangief hugs 
some air and leaves himself wide open. 





FIERCE 
















In close, 360-degree controller motion +K Double German Suplex | At correct distance, 360-degree controller motion + K Flying Powerbomb | 


This attack dosen't have as much range as the Spinning Pile Driver, This throws most people off, but you will only be able to get away 
++LK z/n+lK but it does have less start up (no throw whiff) making it a viable with it once or twice before they start punishing you. Probably the 
~ option when using tick-throw tactics against your opponent. best use for the move is to fry to grab normal attacks that miss 

Y & right in front of you. 







++MK 






> x 4eP = Banishing Punch | 


ROUNDHOUSE 
While having the Spinning Lariat for years to deal with pro- se 


- ae 
% 
jectiles, this move gives Zangief another option to 


++HK 7/6 +HK nullify projectiles, while advancing closer 


GF" opponent. - os 
SUPER COMBO / 












720 controller motion + P Final Atomic Buster | 

[tis harder fo build up the Super Meter with Zangief than most char- 

acters. Even though you have to be next to your opponent while 

using this super combo, this move still strikes fear into opponents. \ 
Many of the setups are impossible fo escape, such as jumping LK into \ 
the Final Atomic Buster, or standing LK into it. A really important 
aspect to master is blending the Banishing Punch motion into the 
Final Atomic Buster, so you can tack on a super combo after 


eG an opponent's projectile. 








Halrog > 


NORMAL MOVES 
STANDING 


Although Balrog’s game doesn’t surround his normal attacks as much as 
other characters, he does haye some great normal attacks to keep in 
mind. Standing LP is a great move to use, since if lets you stay in place 
while charging up for Rush Punches. Using this technique also 
protects you from some attacks, such as Honda's 
Headbutt, and Blanka’s Rolling Attack. Standing MP is 
also a nice anfi-air move when your opponent is 
on top and attacking. If your opponent throws 
a projectile ot the stort of a round, 
a standing HP will hit him before the 
projectile even comes out! 
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y STANDING CLOSE 


Y Balrog’s standing close moves are great 
for leading info other normal moves or 
special attacks. His dose LP is great for chain- 
ing together for big damage. Since he has no kick animations, every- 
thing that he does will come out in the form of a punch. 


CROUCHING 


Crouching HP is an important anti-oir attack (in addi- 
tion to standing MP) in these versions of Balrog. 
Crouching HK is a decent sweep (although it looks 

like other attacks) and you can use it to poke your 

opponent. 














JUMPING 


Don't spend much time jumping with Balrog, but if you must (and you 
will haye to every now ond then) jumping HP ond HK ore usually the 
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THROWS 


Balrog has one of the best throws in the game. Not only can you mash 
for more damage, but you also get to walk under an opponent while he 
i flipping in the air recovering from it! This sets up many mind games: 
walk under your opponent after the throw, use a crouching LP. then 
throw him again. You can also walk under your opponent and use a 
crouching HK to trip him. Or, take a step (so that it looks like you're 
going to walk under him) and perform a crouching HK so the attack hits 
your opponent from the other side. You can quickly turn the tide by 
throwing and doing one or two throw mixups. 


An advanced throwing strategy is to throw with MP if you're going for 
a blocked move into a throw. If the opponent fries to jump out or count- 
ar in some fashion, the standing MP will often hit them. 


THROW 
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SPECIAL MOVES 


a: Se 
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¥ 
; Turn Punch 1 


- 
f ——_ 


Hold 3 P or 3K, release 


This is one of the most powerful moves in the game, since you can 
hold down the buttons to charge the attack until you hear him say, 
“Final!” By releasing this aftack, you will deplete 60% of the oppo- 
nent’s fife bar. Mastering the Turn Punch is a very important part of 
playing as Balrog, because it enables the player to keep pressure on 
the opponent while also adding in pauses to Balrog’s attack strings. 


In Street Fighter I! Turbo, Balrog is invincible against low attacks and 
projectiles if it is charged for less than two seconds—this makes 
Balrog quite a threat. Not only that, but you can store two separate 


D> charges, one with the three-punch buttons depressed ond another 


one with the three-kick buttons. So, you can hold the three-punch 
buttons and release them to get “One"count Turn Punch, then release 
the three-kick buttons and get “Two” count Turn Punch right after the 
first one. 


Another good thing to remember is that if you hold down all three 
kicks for the Turn Punch and you need to use a Dashing Uppercut, 
you can do so by inputting the command (charging back and moving 
toward) and releasing one of the kick buttons. Oftentimes, if the 
opponent knows you're charging up the Turn Punch, they will 

attempt to take advantage by jumping in, but you can surprise 

them with this technique. 








ME F a 


Charge +, + +P 


: Dash Straight | 


The Dash Straight is the main attack, since your opponent can‘t duck 
under it. Even if they block, they still toke block damage. It is also 
relatively easy to use this move in a combo off o crouching LP or a 

__ standing LP These two options provide some quick combos that 
@ on serve up damage in short order. 





Dash Uppercut | 


Offen used as an anti-oir attack when on opponent is either jumping toward 
you from far away, or jumping away from you when they are up close. An 
opponent can duck under this attack, but this is another opportunity fo cre- 
ate some mind games. If your opponent is blocking low and you perform a 

crouching LP. use another one to set up a Dash Uppercut (which will 
@ miss), but it will provide some time to throw them. 


Charge +, > +K 
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STREET FIGHTER II © 


CHAMPION EDITION 


The main strategy here is to focus on trying to land Balrog’s main dizzy Jump in HP + + LP x 4, LP-LP Dash 
combos (jump in HK, crouching LK, standing LK, LK Dash Uppercut, Straight 

standing HP. or crouching LK, crouching LK, standing LK, LK Dash 

Uppercut, standing HP) while attempting to get close enough for a throw. 


STREET FIGHTER I! TURBO 


This is where Balrog becomes interesting. Not only does he retain his Gj 
poweful combos and his excellent throw, he also becomes invincible with 
the Turn Punch. Now he can go through the projectiles that so easily 
plagued him in Champion Edition. The best strategy here is to keep the 
Turn Punch charged at all times (flying through projectiles when need- 
ed), while throwing out a barrage of Dash Straights, Dash Uppercuts, 


standing HPs and an occasional throw. GOOD MATCH-UP 
VS RYU 


STREET FIGHTER II TURBO 


The Turbo version of Balrog has the Turn Punch, which helps him get around projectiles. If Ryu links a lot of crouching HKs into Hadokens, unleash 
a Turn Punch through the projectile and punish him. Don’t be afraid to throw out a standing HP if Ryu throws a Hadoken and keep the pressure on 
with the Dash punches, If an opponent starts using the Tatsumaki Senpukyaku to get out of trouble, smack him down with a crouching HP. 


SUPER STREET FIGHTER II TURBO 


This matchup changes slightly due to the Buffalo Headbutt, but the main strategies still apply: Stay on top of him, pressure him with standing HR 
use the Dash Low, and use Turn Punches. After gaining the ability to use a super combo, look for any opening to land it. When Ryu throws a Hadoken, 
misses a Shoryuken, or a normal attack use the super combo to punish him. Even if the attack gets blocked, you should be safe and have a Frame 
Advantage that enables you to keep the pressure on. It is almost impossible for Ryu to perform a Cross-up on Balrog (except for an Air Tatsumaki 
Senpukyaku), so if he attempt one try to throw him and begin the High/Low mix-ups. 
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COMBOS 


SUPER STREET FIGHTER II 


Jomp in HP + + LP LP Buffalo 
Headbutt 


¥ 


Jump In HK, + + LP x 3, LP Dash 
Straight 




















SUPER STREET FIGHTER II 


While losing the ability to go through projectiles with the Turn Punch, 
Balrog gains a few new moves that keep him definitely in the game and 
make him a threat fo any character. He has gained the Buffalo Headbutt 
which is invincible to projectiles, and a set of kick moves that act like 
sweeps to knock an opponent down. 


SUPER STREET FIGHTER II 
TURBO 


With the addition of the Dash Low Punch, Balrog can now knock down 
opponents when it connects. He also has the ability to float in the air 
with + + HP just like £. Honda. If he is about to land on a projectile, he 
will be able to avoid it last second. With these two new options, Balrog 
can be very aggressive, and he is a powerhouse to deal with, 


v 


Jump in MK, + + MK, + MP LP 
Dash Low 


@ 


++LPx 4, Crozy Buffalo 


BAD MATCH-UP 
VS STREET FIGHTER II SAGAT 


While Balrog performs admirably against anyone with a projectile, things get more difficult against the original version of Sagat because his pro- 
jectile traps are better than any other character. Use a standing HP to hit him when he tries a Ground Tiger Shot. The main goal in this match-up is 


fo stay alive long enough to charge the super combo, which is when the whole dynamic of this match changes. At this point, Sagat can longer throw eGo . 
Tiger Shots randomly, since Balrog can use the super combo on him. This will occur when he throws high Tiger Shots (you can catch him almost full ie 
screen), but there isn't as much range on Ground Tiger Shots. # 
ti i Std ee 
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Hold any button 
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NORMAL MOVES 
STANDING 


While gaining new. animations for most of his normal attacks 
from Champion Edition and Turbo, their functionality is much 
the same. Use standing HP to hit opponents at a distance, use 
standing MP as an anti-air attack, and use standing LP to main- 
tain a charge ond for protection. 


STANDING CLOSE 


When fighting in close, you won't use your standing normals 
very much. One thing to keep in mind, however, is that oppo- 
nenis can't duck under standing MK, which forces them to 
block. 





__ ROUNDHOUSE 








Although it can no Sie: go through projectiles, it is still effective at 
keeping pressure on an opponent while building up the Super Meter 
for Super Turbo Balrog. He still has his “Final” punch, while also 
maintaining the ability to store more than one of these devastating 


& attacks. 








Charge +, + +P. Buffalo Headbutt | 


Although he lost the ability to go through fireballs with the Turn 
Punch, Balrog gained a new move that makes him just as dangerous. 
The Buffalo Headbutt not only has amazing range, but it knocks 
down and very rarely trades damage with anything . This move is 
& key in most match-ups in which an opponent has a projectile. 
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___ Dash Uppercut 1 
The Dash Uppercut is still just as good as it was in previous versions. 
It is useful for getting close to an opponent and throwing them. You 
can also “glitch” it into the super combo by inputting the command 
then, after it hits, press +, » + any punch. 


fea >+K 








Charge «“,>+P Dash Straight | 


in Super Turbo, Balrog’s Dash Straight no longer hits crouching oppo- 
nents, so you will likely use this move a lot. Since it is one of the 
faster special moves in the game, it’s best to continually use this 
move over and over until your opponent proves that he or she can 
& either block it or counter attack. 


ee : 


CROUCHING 


Balrog has great crouching normals and almost all of them 
have a use during a single match. Crouching LP/LK are stan- 
dard pokes thot enable you to keep the pressure on while 
maintaining a charge. Crouching MK must be blacked low and 
if it is performed early (when an opponent is getting up from 
a knockdown), it sets up very powerful mixups. 


This move also counters many of the poke attacks that may 
have proven problematic previously, such as Guile’s crouching 
MK. Crouching MP is a great shield to throw out non-stop 
because it counters many different special attacks (for example, 
M. Bison's Psycho Crusher/Scissors, Honda's Headbutt, etc.) and 
it can also be used fo combo into o Dash Straight (or Dash 
Uppercut) if if hits an opponent on the ground. Crouching HP is 
a great onti-air attack, and Crouching HK is an excellent sweep, 


4 
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ash tow 
This move Bale Balrog’s normal Dosh Uppercut, but it’s much 
more powerful. Not only does it knock down your opponent (the 
original one doesn't), itends in +/% which is very important. This is 
because the Buffalo Headbutt is performed by charging down, then 
pressing + + Punch. The +/% motion qualifies as down, so you can 
charge for the Buffalo Headbutt during this move! 


A really powerful tactic to use is a crouching MK, followed by a 
crouching MP into this move. Then, if your opponent thinks you're 
going for a throw, do a Buffalo Headbutt and hit his or her counter 
attack. If you are full screen away, against a character like Chun Li, 
use this version of the Dash Uppercut when she uses a projectile, 
Buffalo Headbutt to go through the projectile and hit her while she is 
still in her recovery animation. 


GF 











JUMPING 


Balrog gets some new animations in this version, which helps 
out his jumping game. Jumping MP is effective against projec- 
tiles because it hits farther out than it looks. Jumping MK is a 
great poke that hits at an odd angle, and usually forces an 
opponent to block. Lastly, jumping HP and HK are good to 
throw out early, or late, in Balrog’s jump arc to counter attack 
various poke attacks. 





++LP 





STRONG STRONG 








++LK 


z/s+MK 


ROUNDHOUSE 


THROWS 


Balrog’s wonderful throw from Champion Edition and Turbo 
make a comeback, and it is potentially better now that crouch- 
ing MK lends to so much damage. The main strategies should 
revolve around walking under the throw, using a crouching 
MK, ond either throwing the opponent again or using a couch- 
ing MP. If the crouching MK/crouching MP combo sequence 
gets blocked, perform a Dash Uppercut (it will miss), which will 
set you up for a throw. 


> /+«+MP/HP 
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Sharge «, > + » +Pork “Gary Buffalo) 


Balrog has one of the best super combos in the game. Not only can 
he charge it up fast, but it also hits with lightning-fast speed and 
Causes tremendous damage. 





You can activate it with either Punch or Kick. With punch, the first 
move is a Dush Straight; with kick, the first move is a Dash Uppercut. 


No matter what you use, if you press kick during the super combo 
your attacks will change to Dash Uppercuts. This makes it very handy . 
GF" juggle an opponent if you catch them in the air. 
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STANDING 


MM. Bison has some of the best normals in the game. His kicks have excel- 
4 lent range and are extremely quick. His HK goes across half the screen! 

The only character who is even in the same category is Dhalsim. M. Bison’s 
LP is insanely fast, making it useful in several of his re-dizzy combos. 








NORMAL MOVES 


RONG | FIERCE 
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STANDING CLOSE 


M. Bison’s close normals remain the same. They all do exact- 
J ly the same thing as regular standing normals. His standing LK 
can be followed up by a throw, whether or not it connects. 













Se «CROUCHING 


Crouching, HK is M. Bison’s most unique move from the crouching posi- 
tion. This move is effective for getting next fo an opponent when knock- 
ing them) down from for away, or for throwing them. It also hits low 
iwhen used from afar, so use it as a surprise move. His crouching HP is 
@ grent anti-nir move ugainst jump-in attacks. 


“ay, — 





THROWS 


M. Bison hos an extremely powerful throw. He also has the unique abili- 
ty to set himself up for a throw of all of his special moves and a few of his 
normal moves. Using the MP Psycho Crusher enables you to get very close 
fo your opponent, which leaves you in a perfect position for a throw. 

















© Bison's jumping normals look rather strange: All of his punch attacks 
sioce his body in o curved position as he jumps toward an opponent. His 
Sieks are standard jump-ins, but his straight-up jump kicks have excel- 
= priority. 


7 


ROUNDHOUSE 


> } 
i | ~, m 


y Br 











This serves as a great counter against projectile-throwing characters. 

‘During this move, n speeds across the screen and instantly 

‘stomps on his opponent's head. After this occurs, you can go left or 

right and come down punch fo start a combo! Note that the 
m chi are not a combo! 
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Charge +> +P Psycho Crusher 


The Psycho Crusher was extremely powerful in the arcade version of 
_ Street Fighter If Champion Edition. 1 hit six times on a block, causing 
“heavy damage. In Street Fighter I! Anniversary Edition, it only hits 
‘four times on a block, butit causes the same amount of damage. Use 
=», this move fo end up next fo an opponent with priority; this can 
‘lead to a combo or a throw. 


Charge 4,4+K Head Press ( behind it)Somersaul Skull Diver ] 
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Charge +, 74K Double Knee Press | 
1M. Bison's Double Knee Press is a two-hit flying kick that hits high, 
‘then low. In Street Fighter 1! Champion Edition and Street Fighter II 
Turbo, the Double Knee Press doesn’t knock down, but it leaves s the 


‘opportunity to combo after it 
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Cross-up HK, + + LP x ~, LP HP 
Psycho Crusher 


STREET FIGHTER II 
CHAMPION EDITION 


M. Bison is perhaps one of the best characters in any version of Street 
Fighter Il. The block damage on his HP Psycho Crusher is really high, (7 
and his combos are powerful enough to dizzy... and re-dizzy! The 
charge time for his Double Knee Press is long, but he can still put togeth- 
er great pressure patterns like Double Knee Press, crouching MK, stand- 
ing LK, LP Psycho Crusher, standing LK, standing LK, Double Knee Press, 

~ and so on, Don’t be afraid to just use the HP Psycho Crusher back and 
forth across the screen, either. 


Somersault Skull Diver, + + HK 





STREET FIGHTER I] TURBO v 


M. Bison was toned way down in this version of Street Fighter II, leav- 

ing him squarely at the bottom of the rankings. His HP Psycho Crusher 

hits about three times and there are even gaps in between it that 

enables a blocking opponent to use a Shoryuken! The charge time on 

his Double Knee Press is still long, but with no re-dizzy combos and 

seemingly reduced priority, it’s tough to win with MA. Bison. One trick is GOOD MATCH-UP 

to knock down an opponent (with a throw, for example), then immedi- VS VEGA 

ately use o crouching HK slide and charge up. Just before your oppo- 

nent gets up, perform an LP Psycho Crusher. When timed correctly, this It's somewhat easy to stop Vego’s Flying Barcelona Attack by jumping back and using an 

results in a weird cross-up attack that oftentimes hits an opponent who's MP. If your opponent tries to use this move off his own back wall, use a HP 

attempting to block. When it hits, it knocks them down, so you can Psycho Crusher to move the screen over. This prevents him from touching the 

repeat the move again. When it gets blocked, perform o pressure string Wall, possibly making him land in M. Bison's Psycho Crusher. Random 

of crouching MK, crouching LP crouching LP and finish with a Double Double Knee Presses can go through most of Vega’s ground pokes. If you 

Knee Press, guess wrong and he blocks, throw him. Make him block some standing 
MKs, and standing HKs for good measure. Bait his LK Flip Kick and, when 
he misses, use a standing HK or a Double Knee Press against it. Careful, 
Vega can beat M. Bison’s Psycho Crusher attack and his Double Knee Press 
attack by jumping back and using HP. Also, if Vega gets a knockdown on M. 
Bison he can force you to rise into his cross-up Flying Barcelona Attack. This \ 
is difficult to block and M. Bison hos no reversal attack to get out of it. 








SUPER STREET FIGHTER II 


MM. Bison gets a few more normal moves, better priority, the Devil 
Reverse (similiar to the Head Press, but a punch), and a Double Knee 
Press that knocks down. He's generally much improved from Street 
Fighter I! Turbo, but he still remains a shadow of his former self from 
Street Fighter I! Champion Edition. 


COMBOS 


SUPER STREET FIGHTER II 
Jump in HP MP HP Psycho Crusher 


Jump in MK, LK, LK, HK Double Knee 
Press 


% 


At a jumping opponent, jump + MP x 
3 in the air, Knee Press Nightmare 


@ 


Jump in HK, + + LP x2, LP Knee 
Press Nightmare, Jump + MP x2 


& 


BAD MATCH-UP 
VS E, HONDA 


When fighting in a corner and you block a single jump attack, you will likely lose the round. E. Honda's inescapable Ochio-Throw will force you to 
stand up into blocking a crouching LP into an Ochio-throw again and repeat. With no reversal move, M. Bison has no way out. At mid-screen, it’s 
almost as bad. After an Ochio-Throw, expect to see E. Honda's Hundred Hands Slap if you attempt to jump away. Keep this in mind: never get into 
a position in which you must block a jump-in from Honda. You can try to chip away damage by doing LP Psycho Crushers at the top of the move’s 
range. Honda can usually cause block damage with the Hundred Hand Slap, but it’s very difficult to actually use his Headbutt against M. Bison’s 
Psycho Crusher. You can also try the Head Press, but E. Honda can jump and LP or use an MP to knock M. Bison out of the air. You can attempt an 
HP Psycho Crusher through E. Honda while at mid-screen (if he’s close), but you may see a standing HK after passing him. Trying to use a standing 
MK or a standing HK against him is tricky, because he can use his Headbutt against those moves. Basically, just chip away damage whenever possi- 
ble. Don’t try to lock: him down, or even get near him, because his Ochio-Throw can dominate the entire match. 


— 





SUPER STREET FIGHTER II TURBO 


M. Bison gains an improved Devil Reverse, an insanely high priority, a juggling jumping MP. and a good super combo. The jumping MP allows M. 
Bison to rule the air, even against Vega and Chun Li. The super combo passes through projectiles. When the super combo hits, tack on two extra 
jumping MPs. If the super combo gets blocked, go for a throw. A blocked Double Knee Press into throw is difficult to defend against. After knocking 
down an opponent, use a “meaty” crouching MK. For some reason, this move is difficult 10 reverse with a Shoryuken or any other reversal move. 
When a crouching MK hits, combo it into either a standing HK (if you don't have a charge) or a standing LK followed by a Double Knee Press. After 
a knock down, use a crouching HK slide to set up the crouching MK. Another option after a knock down is a cross-up combo. Jump in and cross-up 
right as the opponent gets up and use an MK or an HK while in the air. Additionally, M. Bison’s standing MK and standing HK are excellent poking 
attacks. He can lock down lots of characters, especially Ken and Zangief, by just repeatedly giving them the MK, or HK boot. 


Lastly, M. Bison is the only character without an instant reversal move. This means that he has no way to escape a corner once he gets into it. 
Therefore, it’s extremely important when playing as M. Bison to be on the attack, lock down your opponent and don't get locked down in the process. 
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NORMAL MOVES 
STANDING STANDING CLOSE CROUCHING 
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JUMPING SPECIAL MOVES © 


M. Bison received new jumping HP MP LK, and MK in Super 
Street Fighter I! and Super Street Fighter I! Turbo. He also 
received a new straight up LK. He is only one of two characters 
who can chain three MP hits in the air. You can also follow this 
up with a super combo. 

























Charge +, t +P Devi SLES 
(changes in Super Turbo; must ress P again) 


Charge «, > +P Psycho Crusher 


This is @ great move to throw out randomly against any opponent. 
Unless ges detected by chance, your opponent wil ke upto three ‘In Super Sireet Fighter 1! Turbo, this move becomes somewhat ofa 
hits of block damage. fake Devil Reverse since it doesn't hit your opponent on top of the 
head. By pressing the second punch in the air, you control your land- 
ing spot. This is especially useful against characters with anti-oir spe- 

cial moves. You must use both methods (the fake and the real 
& attack) fo keep your opponent guessing. 
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Charge +, + +K = Double Knee Press Charge $+ +K (Pin oir) Head al 


The only new thing about the Double Knee Press is the fact that it This move hasn’t changed at all, {t still results in M. Bison stomping 
knocks down when it connects. There are no more insane combos like on your opponent's head. You can follow it up by moving left or right. 
there are in the Street Fighter If Champion Edition version. Also, it's : 

possible fo use the HK Double Knee Press as a tick-throw setup. 
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__ ROUNDHOUSE _ RO Chorge+,+~ + +K Knee Press Nightmare 

: The Knee Press Nightmare, perhaps M. Bison's greatest asset, is his 

only reversal move. Unlike the other characters who have special 
moves that can be used as reversals, this is only enabled when he has — 

a full Super Meter. For characters using projectile traps against M. i 
Bison, use this move to escape from a corner. You can also follow sem: 


GFe super combo with a jumping MP for two additional hits. 
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Sagat has good speed with all of his standing normal attacks in Street 
Fighter I! Champion Edition and Street Fighter I! Turbo. Its possible to 
buffer his standing LP into any of his special moves (like the Tiger 
Uppercut). Use his standing MP to stuff an opponent's moves at 
long range. Standing LK can also be buffered, and it’s useful 
in the ground game fo push an opponent out when 
cancelled into a Ground Tiger Shot. Sagot’s stand- 
ing MK can't be cancelled, but it is a solid poke 
attack to use. Standing HK is a great onti-air 
atfack fo use against an opponent who jumps in. 





STANDING CLOSE 


You can cancel Sagat’s close LK into a special move, as well as 
the first hit of his close standing LK (this move connects twice). 
Close standing MK hits two times, but it can't be cancelled. There 
are no changes in these moves between Street Fighter I Champion 
Fidition and Street Fighter 1! Turbo. 


Sagat’s crouching normals were very similar in Champion 
Edition and Turbo. Speed, damage, and priority were changed 
for all of these moves, but they look the same on the surface. 
In these two versions of Sagat, only crouching LP and crouch- 
ing LK can be cancelled into special moves. 


/ JUMPING 


All of Sagat’s jumping attacks in these two versions 
have the same animation. LP looks just like LK; MP 


looks the same as MK; and HP resembles HK. All of 
these jumping attacks are “kicks,” although half 
of them are triggered by Punch buttons. 














NORMAL MOVES 
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LS 
THROWS 


Segat’s throw has decent range and causes good damage, but it isn’t 
. mended to be used from an offensive standpoint. Due to Sagat’s height, 
: te can exploit the sacrifice throw. This involves taking a hit early on, so 
bet you hold the advantage in the throw department. 




















+= >+P Tiger Shot 


~The punch version of the Tiger Shot travels across the screen 


————n ” higher off the ground, making it difficult to jump over. Its speed 
ee con be modified by pressing LP MP or HP. For example, using LP 
> /++MP,HP throws a high, slow Tiger Shot. The Tiger Shot underwent sever- 





> al changes from Champion Edition Sagat to Super Street 
Fighter I! Turbo Sagat. The version of Sagat in Street Fighter {1 
__. Champion Edition has o very quick recovery, which was toned 
GB down in Street Fighter II Turbo. 


Ground Tiger Shot I 


Sagat’s Ground Tiger Shot is more useful than the standing version of 
the move. Although it travels low to the ground, it leaves Sagat free 
to counter attack when an opponent attempts to jump over it 
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+ +x+tP Tiger Uppercut.) a 
The Tiger Uppercut is similar to the Shoryuken, because it con be 
used to blast on opponent who jumps in on you. This is usefulsin 
reversal situations in which your character has been knocked down 
‘nd your opponent is jumping in. Don’t miss with this move. If your 
opponent blocks if, or you completely whiff, Sagat becomes vul- 
@ nerable to attuck. 
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eeuratk a. Tiger Knee) 


Tiger Knee starts close to the ground and finishes high. The motion is 

tricky, so practice it repeatedly before attempting to use it. Use 
Sagat’s Tiger Knee in combos and to quickly advance across the 

@ screeni when your opponent gets knocked to the ground. 








COSTUMES 


STREET FIGHTER Il 
COSTUME 








STREET FIGHTER II 


ALTERNATE COSTUME 





CHAMPIONSHIP 
COSTUME 





TURBO 
COSTUME 





STREET FIGHTER II 
CHAMPION EDITION 


Sagat is one of the more powerful characters in Street Fighter II 
Champion Edition. He held a distinct advantage over many characters 
due to his ability to apply pressure from full-screen with his Tiger Shots. 
This is mainly due to the short recovery time associated with this move. 
Sagat’s Tiger Uppercut is one of the more punishing anti-air moves; if 
an opponent chooses to jump at Sagat, use o Tiger Uppercut or a 
standing HK. 


STREET FIGHTER II TURBO 


Sagat's Tiger Shot was slowed down slightly in Street Fighter I! Turbo. 
Also, his delay after throwing his projectiles was modified, This enabled 
other projectile characters (such as Guile, Ken, and Ryu) to better com- 
pete in o long-range battle. While not the dominating force he was in 
Street Fighter I! Champion Edition, Sagat is still a formidable character. 

















COMBOS 
STREET FIGHTER 11 CHAMPION EDITION 
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Jump in HK, LK, HK Tiger Knee 
‘Ss / we » 


Jump in HK, + + LK, HP Tiger 
Uppercut 


Crossup LK, + + MP HP Tiger 
Uppercut 
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GOOD MATCH-UP 
VS. CHUN LI 


One of Sagat's better match-ups is against Chun Li, who has one of the highest jumps in the game. When 
she jumps in at Sagat, you have many options, including his standing HK and, of course, his Tiger 
Uppercut. Throw Tiger Shots at Chun-Li to apply pressure, forcing her to jump. This puts Sagat at a 
tremendous advantage, since the recovery time for his Tiger Shots enable him to throw them one after 
the other with very litle recourse. Even if Chun-Li jumps over a Tiger Shot, it leaves her open to a Tiger 
Uppercut. 


BAD MATCH-UP 


VS, DHALSIM 


Dhalsim is perhaps Sagat’s biggest 
challenger. In most fights, Sagat con throw 
fost, Ground Tiger Shots. Dhalsim’s Drill Kicks 
and Drill Headthrusts make this tactic a lot less \2 . 
effective, since Dhalsim can use this attack over 
Ground Tiger Shots. If you throw one of Sagat’s \, 
high Tiger Shots, your opponent can use a crouching 

HP or crouching HK to (slide) out of the way. Sagat’s \ 
recovery for his Tiger Shots is one of the better ones in the \y 
game, but missing a high Tiger Shot makes him vulnerable 
to Dhalsim’s attacks. 











SUPER STREET FIGHTER II 


Sagat gained the ability to two-in-one off the second hit of his standing 
LK, and his standing MK is used in the same manner in this version (both 
the first and second hit can be buffered into a special move). His stand- 
ag HK can be buffered as well, but use it only in o combination. Sagat'’s 
Tiger Knee was modified in this version, too. Now it starts lower and 
travels farther. The controller motion was also changed slightly, with less 
of 0 540-degree feel (+ « + = + ~) to more of a x to = feel. 


COMBOS 


SUPER STREET FIGHTER II 
Jump in HP HK, HP Tiger Uppercut 

















& 
Jump in LK, LP LK (one hit only), HK 
Tiger Knee (5 hits) 


% 


Cross-Up LK, crouching LP LK (2 hits), 
HK Tiger Knee 


. & 


CORNER ONLY——Jump in HK, HP 
HP Tiger Uppercut, HP Tiger 
Uppercut 


¥ 1 





{ 
Jumpin HP, + + MK, Tiger Genocide, 
HP Tiger Uppercut, HP Tiger Uppercut 
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SUPER STREET FIGHTER II 
TURBO 


In this version, Sagat’s Tiger Uppercut was changed from a single dev- 
astating blow to a multi-hit version with less priority. His Tiger Shots 
were watered down significantly, in both projectile speed and recovery 
time. However, he did gain a cross—up normal move, as well as the Tech 
Escape from throws that is included for all of the characters. 


ADDITIONAL COMMENTS 


The “Old” Super Street Fighter II Turbo version is regarded as one of the 
most powerful characters in the game. He possesses many of the chor- 
acteristics of the Super version of the character, but combined with the 
game-engine of Super Turbo, he's a force to be reckoned with. Many 
tournament pros rarely underestimate their opponent if this character is 
chosen in fourney play. To choose “Old” Sagat, hold down the START but- 
ton while choosing the Super Street Fighter I! version of Sagat. Notice 
that the logo at the bottom of his feet is the Super Street Fighter I! Turbo 
logo (blue), but you won't have a super combo bar. 


COSTUMES 
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NORMAL MOVES 


STANDING STANDING CLOSE CROUCHING 


Several of Sagat's normal moves were modified in Super Stree? 
Fighter I/, then again in Super Street Fighter I Turbo. In Super 
Street Fighter 1, it’s possible to cancel his Standing MP and HP. 
This is highly useful in the poking and keep-away game. 


You can cancel all of Sagat’s close standing attacks into special 
moves. Either hit of the close standing LK or MK can be 
buffered into a Tiger Shot, too. Close standing HK can be can- 
celled os well, but only during powerful combos, 








Standing MK can also be buffered, making it difficult to get 
close to Sagat. Standing HP also dishes out o decent amount of = 
damage, making it key for snuffing out projectiles at maxi- 
mum distance. Note that many of the cancel properties of some 
of these moves were removed in Super Street Fighter I! Turbo. 
Stonding LK, MK, and MP were all changed in this version to 
prevent them from being buffered into a Tiger Shot. The frame 





JAB > SHORT 





Several of Sagat’s crouching attacks were modified in Super 
Street Fighter I and Super Street Fighter II Turbo. Crouching LK 
now looks different than MK and HK. LK and MK can now be 
cancelled, and similar changes were made to his crouching 
punching attacks. Crouching LP and MP could be cancelled, but 
neither crouching HP or HK could be buffered. 


JAB 














tate for standing MP and HP were also reduced slightly. Sagat - 
still has a potent standing HP, plus standing LK and MK are still = 
good pokes. > _ STRONG 
\ yo 
WB SHORT _¥ _ x 
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JUMPING 


Sagat gained some jumping punch animations for LP MP. and 
HP in Super Street Fighter fi, and they carried over to Super 
Street Fighter II Turbo. His punch attacks aren't very strong, 
but his jumping LK and jumping HK are great attacks. LK has 
very good priority and HK is a good starter for combos. 

















¥x>+P Tiger Shot | 
In Super Street Fighter Il, Sagat’s Tiger Shots returned to their origi- 

nal glory from Street Fighter I! Champion Edition. In Super Street 

Fighter I! Turbo, however, they get less powerful. The recovery time 

for this version is quite poor, and the speed of the projectile is slowed 
& down from the Super Street Fighter I! version. 
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v; 
> +u+P ; Tiger Uppercut I 
In Super Street Fighter IJ, the Tiger Uppercut hits once. In Super 
Street Fighter II Turbo, though, it hits five times and spreads the dam- 
age into five separate ports. This is extremely ineffective as an anti- 
cir attack, as only certain portions of the Tiger Uppercut hit the 


& opponent. 





















tu otk Ground Tiger Shot | 












The Ground Tiger Shots are not as dominant as the high ones. 
Because a lot of characters have special moves that go over these, 
they are only useful in the “OLD” version of Sagat. Characters like 
M. Bison can use the Psycho Crusher torpedo to go over the Ground 
& Tiger Shots and hit Sagat. 


etxensk Tiger Knee 


Now in Super Street Fighter Il, the Tiger Knee can combo, plus it 
moves from a low to a high position when it hits. In Super and Super 
Turbo, it hits most ducking opponents instead of going over their 
heads. 


® 





tut eutP Tiger Genocide | 
You can use Sagat’s super combo up close to pass through projectiles 
and punish an opponent with a Tiger Knee animation that combos _ 
into a Tiger Uppercut. This Super Combo has decent invincibility at the 
start. It doesn't have much horizontal range, so only use it in close 
fighting situations. When this Super Combo gets blocked, Sagat 
becomes extremely vulnerable. This super can also be followed up by 
gy hits in the corner. 
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NORMAL MOVES 
STANDING 





Vega has some of the fastest normals in the game. Although he has a 
detachable caw, he has no kick button animations in this version. This 
means that if you press a kick button, you'll see a punch move. Affer about 
11 or so hits from an opponent, his claw automatically falls off. Note that 
it's non-retreiveable in Street Fighter I! Champion Edition and Street Fighter 
II Turbo. Since the daw is strapped to his hand, he loses consider- 
able range to his attacks when it gets knocked off. 


STRONG 












ROUNDHOUSE 








STANDING CLOSE 


Vega’s close normals are similar. LP LK, MP and MK 

all have the same animation. The same is true for 

HP and HK. These normals are all very quick and 
can stop any special move before they start. 





q 
ef CROUCHING 


Vega actually has some kick animations in the crouching 
position. During his kicks, Vega gets down on one knee 
and sticks the other leg out. His HK is a slide animation. 
With this move, Vega can slide along the ground fo knock 
down his opponent. 













STRONG 




















THROWS 


In Street Fighter I! Champion Edition, Vega has the most damaging 
throw. He can use his standing normals to lock down his opponents from 
jumping. With this tactic, it is very easy to move in toward your oppo- 
nent. Since he is so fast, Vega can unleash a quick throw with ease. 





Vega is one of only three characters with an air throw. This is extreme- 
ly good when a opponent jumps at you with on early jumping move. 
Before your opponent lands, try an air throw, since your opponent can't " 
perform two moves in the air before landing, | 
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SPECIAL NORMALS 







FAY 


JUMPING 


ego's air normals contain no punch moves. Since Vega is all about 
sseed, use these attacks to easily jump over projectiles. 
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Backflip | 


+ +LP / LK 2 /~+IP/1K {aps = 
The backflip is a'crazy move in which Vega jumps back and actually 
performs a backflip. It’s important fo note that he is completely invin- 
FORWARD FORWARD ible during this time. This move is great at getting out of projectile 
Paar Gee 2" Tre fraps or when an opponent jumps in. 
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+ +MP / MK 


z/~+MP / MK 
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«/*%+HP/HK 





2s Rolling Crystal Flash | 
The Rolling Crystal Flash is a great move to use ina combo. It’s also 


‘efficient at putting an opponent in. repeated block stun while chip- 
‘ping away at his or her health. 


Charge +, > +P 





Flying Barcelona Attack | 


Charge +, + +K, > +P Izuna Drop 


Charge +, + +K, P 


The Flying Barcelona attack is great at catching an opponent 
‘off-guard. If you press punch early on—not next to your 
‘pponent—Vega will atfack with his claw instead of a throw. 


Barcelona attack fo perform the Izuna Drop. This is the move to per- 





Vega's stage, you'll gain a special ability. He doesn’t jump off the side 
_ wall, but instead jumps off the cage in the background. He 
@ doesn't fake any damage while on the cage. 


¥ 


Press + HP when Vega is next fo an opponent ofter the Flying fy 


form when using the Flying Barcelona attack. If you're playing on ji ’ 





Press 3 Punch buttons Backflip | 


In Street Fighter I! Turbo, the input command for the Backflip is all 
three punch buttons pressed simultaneously. 
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COSTUMES 


STREET FIGHTER II 
COSTUME 





STREET FIGHTER It 


ALTERNATE COSTUME 





CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME 





STREET FIGHTER II 
CHAMPION EDITION 


Vega’s normal throw inflicts more damage than any character in Street 
Fighter I! Champion Edition, His standing LP is really fast and it can be 
used repeatedly to lock down any of the bigger characters, or an enemy 
Vega. Also, his crouching HP and standing HK have high anti-air priori- 
ty. His crouching HK slide is arguably the best in the game. Crouching 
MP is his staple attack for poking. 





STREET FIGHTER Ii TURBO 


Vega was toned down in this version. One noticeable change is that his 
throw causes less damage. His attacks seem to have slightly less priori- 
ty ond less range than in Street Fighter I! Champion Edition, which 
makes this version of Vega a little less desirable. 











STREET FIGHTER II CHAMPION EDITION 
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+ +LP HP Rolling Crystal Flash, HP 
(Redizzy) 











Jump in HK, MP MK 
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Cross-up HK, # + MK, # + MK, + + 
MP 
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GOOD MATCH-UP 
VS. GUILE 


The key to this match is sliding. As soon as Guile blocks a 
crouching HK slide, slide again and again to prevent him from 
using his Sonic Boom or Somersault Kick (the slide hits the & 
start-up of his Sonic Boom and his Somersault Kick just misses). 
Guile can’t hit Vega’s slide with any of his ground normal moves 
in this situation either. However, Guile con jump straight up and 
come down with a HP, or jump in and perform a cross-up with LK. (ai 
Reducing your opponent's set of moves to just one or two options [im 
(both jumping) means that you are already way ahead of the (i } 
game. Use jump HK, standing HK, or o Flip Kick to counter his ds 
jumping attacks. Don't be afraid to use off-the-wall special moves 
against Guile, especially after a knockdown. 









































SUPER STREET FIGHTER II SUPER STREET FIGHTER Il TURBO 


eco has a fuller set of normal moves with better priority in this ver- Vega gets his Flip Kick, the Sky High Claw, and a mildly useful super combo in this version. Note that the super combo (like Zangief's and . Hawk's) 
Sen. His standing HP is now long range. His crouching MP is an excel- cannot whiff; it will only come out if it connects. The Sky High Claw is fairly useful when cornered and an opponent jumps in to kick a normal Flying 
‘ent poke, and his crouching HK slide is still as good as ever. Barcelona Attack. If you use the Sky High Claw when Vega touches the wall, he'll start his high-priority attack and hit his opponent. 


COMBOS 
SUPER STREET FIGHTER II 


in corner only—Vertical Jump HP, + 
+ MP, HP Sky High Claw 
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Wall Jump, in Air HK, + + LP MP 
Rolling Crystal Flash, + + MP 
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Jump in HP.HP + + MP 
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BAD MATCH-UP 


VS, E, HONDA 


if you use the Flying Barcelona attack behind E. Honda, he can jump and use LP or MP to stop you before you hit the wall. If you use it off of the 
woll behind you, he can LP Headbutt at the last moment to cause damage. He can also LP Headbutt to hit Vega’s regular jump-in, or anything else 
you do from close quarters. So, it’s very important to stay ahead in this match. By staying ahead, you can “out turtle” your opponent. Charge up 
Yega’s Flip Kick to prevent E. Honda from jumping in. If he walks up, poke him away with a crouching MP. If you get behind, the Flying Barcelona 
attack (the one behind E. Honda) is a great option. Lure him into doing other moves to safely reach the back wall without getting hit by his jump- 
ing LP or MP. If you succeed, you'll cause E. Honda to lose the charge-up for his Headbutt (since you're on the other side), and you can attack him 
with the Sky High Claw and—hopefully—land the Izuna Drop. After doing so, go to the wall behind you again to prevent E. Honda from getting 
o charge for his Headbutt and repeat the sequence. es 0) 
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Hold any button 











NORMAL MOVES 


STANDING STANDING CLOSE CROUCHING 
There are a lot of changes fo Vega in this version. He has kicks Vega received many updates to his normal moves in this ver- The only change here is that Vega's HP no longer goes straight 
now, as well as normal moves, and his standing punches all do sion. The standing close LK is extremely fasf, and it is an excel- when crouching. Instead, if goes up af an angle, so it can be 
something different. His standing MP has great distance and lent attack to use with tick-throw techniques. used os an anif-air attack. 







it's extremely fast. Use it for a great poke attack. His standing 
LK, a short-range knee attack, is lightning-fast. 
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ROUNDHOUSE 















THROWS 


His air throw remains the same, Since it has priority over reg- 
ular cir moves, use if frequently to knock an opponent out of 
the air 





THROW 


AIRTHROW | 











+/++MP/HP P 


SPECIAL NORMAL 
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ne = Backtiph =| 3k Backflip | 
Vega's Backflip is o great way for him not fo get crossed-up on wake Vega’s other Backflip is the quicker of the two. He only does half 
‘up. He is invincible during ths move. This move also doesn’t hit your flip and is immediately back in action ready to attack. This move also 
opponent at any time, and should only be used to evade. doesn't hit yoo} iponent at all, and is completely invincible to 
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JUMPING 


Vega finally gets a set of jumping punch moves in the air in 
Super Street Fighter II ond Super Street Fighter It Turbo. 
Jumping in with HP is a good way to start a combo. 










STRONG | 






__ Rolling Crystal Flash | Charge +, + +P ___ Sky High Caw 


; Charges, +P 
++MP 





The Rolling Crystal Flash got slower in Super Street Fighter II and This is a fairly risky move to perform, but it looks really cool when it 
Super Street Fighter II Turbo, and it no longer strings all the hits works. Vega jumps off the wall and darts toward his opponent really 
together as one combo. It might glitch every now and then and fast. If it connects, your opponent will have no time to retaliate. 
combo, but most of the time it fails. 





x /w~+lK Charge +, + +K = Flip Kick Charge +, + +K, P Flying Barcelona Attack 
Thisis Vega’s new anti-airmove and his only reversal move. Like the This move got a little more priority in Super Street Fighter I! Turbo, 
Backflip, it now moves forward and hits an opponent twice in the air. but it is still susceptible to anti-air attacks, 


GF. can follow it up for another hit by performing it again @ 


FORWARD 


after the first hit for a total of three hits! 
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Charge +, + +K, > +P Izuna Drop % 
++HK z/~ +HK This move got faster with the version change, and it inflicts incredi- \ 
} ble damage for an air throw. Use it to cross-up an opponent (knock 
them down first), then perform the Izuna Drop immediately 
& offer it, 
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Charge x « ~+K, + +P Rolling Izuna Dro 
(when near opponent) <. = : 


This super combo is a great move, even when your opponent isn’t in 
the cir. If will still do a air throw if you're close enough. The great 
thing about this move is that your opponent won't know he’s getting 
hit by if unless it connects. So, basically, keep using the Flying 

Barcelona attack and when your opponent sits there and does 
GF tina nail him with Rolling Izuna Drop: 


Cammy’s fast walking speed is complemented nicely by the speed of her 
standing pokes. Some of them, like her standing MK and HP have great 
priority. By dancing back and forth a few character widths in front of 
your opponent and throwing out these moves, you can hit opponents as 
they try to do their own pokes and special moves. This tactic may force 
your opponent into situations that are easy fo predict and counter, such 
as poorly timed jumps or projectiles. 















STANDING CLOSE 


Many of Cammy’s normal moves change significantly when she moves 
closer fo an opponent, creating several new modes of attack, especially 
as an opponent is getting up. Her close standing LK becomes a great tick- 
throw tool, enabling you to throw an opponent when the block stun ends. 
Close standing HP is bufferable into all of her special moves, links to her 
crouching MK, and links into her crouching HK normals when done early 
enough as an opponent is rising from the ground. Close standing HK can 
he used to counter cross-up attacks, and some jump-in attacks. 


In general, MK and MP are the crouching moves of choice. The 
MK’s long range makes it a great hit-and-run poke, especially 

against projectile characters (such as Ken). Crouching MP has a 

great deal of priority, making it useful for hitting an opponent's 

own crouching pokes. As a bonus, it links to itself, leading to easy, 
powerful combos when used as a wake-up attack. Both of these 
moves con be buffered into specials. 





THROWS 


> \ Normal throws are not a big part of Cammy’s game, 
simply because she spends so much time af the range 
of her crouching MK and standing HP. However, once 
\ she scores a knockdown, a few well-placed 
tick-throws in a match con make on 

opponent overly cautious and leave 
»} them open fo other tactics. 








NORMAL MOVES 
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JUMPING 


Commy hos several good options in the air. By using her high-priority, 
‘ast ground pokes, you can bait an opponent into mistakes. One of her 
most powerful weapons is the jumping MP. This move has high priority, 
allowing you to jump in with impunity on some characters, beating or 
fading with most common anti-air moves (including Ryu ond Ken's 
Shoryuken special attacks). Her jumping LK is an excellent cross-up 
move, and it leads to some deadly combos against some of the wider 
characters (like Dhalsim and Guile). Her jumping HK has deceptive 
reach, making it useful for punishing errant projectiles. 
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++HP ++LK 
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AIR THROWS 


AIR THROW 


IN AIR, +/+ /+ + MP/HP 


AIR THROW 
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IN AIR, > /+ / ++HK 





SPECIAL MOVES 





Spin Knuckle | 

Cammy takes a short hop into the air and comes down with her fist 
extended, with an animation similar to her standing HP. The strength 
of the button used determines how far she travels. The Spinning 
Knuckle has several frames of invulnerability at its start, which lets 
you pass harmlessly through projectiles and some standing attacks. 
However, the hit properties are such that opponents can actually 
throw her between the point that she lands on the ground, and the 
point that it actually starts hitting! As such, this move is a little unre- 
liable to use in actual combat. This move also serves well as a wake- 
up attack if you can time it so that her fist is extended as the oppo- 
nent is getting off the ground. Cammy’s Spinning Knuckle in Super 
Street Fighter Il Turbo looks and acts exactly as it does in Super Street 
Fighter II with one exception: The invulnerability has been restricted 
to only the LP one. This makes the MP and HP versions somewhat 

useless. If can still be used as a wake-up attack, however, this 

move is best used sparingly. 
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Cannon Spike | 


This is Commy’s all purpose anti-air move. She launches herself at an 
angle into the air, leg first. If this move gets blocked, she bounces 
away from the opponent; otherwise, she flies into the air and comes 
straight back down. This move has a fair amount of invulnerability at 
the start, although it will occasionally trade with some jump-in 
attacks. Unlike a Shoryuken, the Cannon Spike isn’t a great move to 
use against an opponent's limbs during a poking game. If it misses, 
it leaves Commy next to her opponent and vulnerable. As such, 
it is best saved for anti-air attacks and use in combos. 
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During Hooligan Combo, K |. Hooligan Throw J 


When Cammy is sfill on the upward innjectory ‘of the roll, she 
performs a neck breaker throw that will) put/her on the opposite 
side of her opponent. If she is on the downward trajectory, she'll 
perform a rolling throw, slamming her opponent into the ground with 


Gr" legs. 















Cannon Drill il 


Cammy straightens her legs and slides along the ground during this 
move. It doesn’t hit low, although it appears to do so. The strength of 
the button determines how far along the ground Cammy slides, with 
LK being the shortest and HK being the farthest. Additionally, the HK 
version hits fwice when performed next fo an opponent. Like her nor- 
mals, Cammy’s Connon Drill is an excellent poking tool, as long as it 
is spaced properly. It can be used to punished whiffed moves that 
have long recovery periods, such as sweeps or Shoryuken-type 
attacks. By mixing up her normal pokes (such as crouching MK, 
standing MK and MP), you can get an opponent to commit to a 
ground game. Upon doing so, punish his or her own pokes with 
Cannon Drill attacks. Make sure you distance the Cannon Drill prop- 
erly, though. Using it too close leaves Cammy in recovery long 
enough for an opponent to cause damage! Try to connect with the 
very tip of Cammy’s legs as the move is ending and she is slid- 
ing on the ground. 
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Hooligan Combo |) 


Cammy tucks her legs into her body and rolls into a tight ball, flying 
foward her opponent. If no butfons are pressed, she will land and 
slide along the ground, which will knock down your opponent if it 
connects. Taunt your opponent with a few normal moves (such as 
crouching MK and standing HP) to lure your opponent into a poking 
game, then suddenly pull out « Hooligan. ? 
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Hooligan Cancel | 


By pressing one of the kick buttons before she begins the downward 
part of the Hooligan roll, Cammy will cancel out of the roll and land: 
lightly on her feet with a brief recovery period. 
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During Hooligan Combo, K 
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SUPER STREET FIGHTER II 


Cammy’s only move in this version that is better than the Super Street 
Fighter Il Turbo version is her Spinning Knuckle. The HP one goes through 
projectiles much better than the Super Street Fighter I! Turbo version. 
Those who rely heavily on projectiles should be wary of this fact. 


SUPER STREET FIGHTER II 
TURBO 


Cammy received a few upgrades in the transition from Super Street 
Fighter (I 10 Super Street Fighter II Turbo. She gained two special moves: 
the Hooligan Combination and her super combo, the Spin Drive 
Smasher. Her Spinning Knuckle was also changed slightly. These 
changes, however, significantly added to her game, making her more 
versatile and giving her more options in combat. Be careful when using 
Commy’s ground punch throw from Super Street Fighter I Turbo against 
another Super Street Fighter Il Turbo character. Super Turbo characters 
have the ability to soften throws, and Cammy has a lot of recovery time 
after her ground punch throw. Against characters like Zangief, this can 
lead to easy Spinning Piledriver setups, which is a poor tradeoff for the 
domage of a softened throw! 


GOOD MATCH-UP 
VS DHALSIM 


COMBOS 


SUPER STREET FIGHTER II 


Cross-up HP. HP + + MK, HK Connon 
Drill ? 


® 


Jump-in HK, HP HK Cannon Spike 


@ 


SUPER STREET FIGHTER I! TURBO 


Cross-up jumping LK, crouching MP atu? 
dose standing HP, HK Cannon Drill f= 


Jump-in HK, + + MP + + MK, Spin 
Drive Smasher 


@ 
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= Spin Drive Smasher I 


Commy performs a multi-hit Connon Drill, followed by a multi-hit 
Cannon Spike. Unlike a normal Cannon Spike, she won't bounce 
away if the Spin Drive Smasher gets blocked. This move has enough 
invulnerability to move through projectiles, normals, most special 
moves, and some super combos. However, it leaves her very vulner- 
able if it gets blocked due tothe lack of a bounce back. Once you 
have the super meter to use it, this move becomes difficult to count- 
er well-spaced Cannon Drills, since you can activate the Spin Drive 
Smasher as soon as Cammy recovers from the Cannon Drill! By‘ per 
forming the motion for the super combo as the drill is recovering, yu, 
can wait to see if your opponent throws out any moves. Ifithey 
do, press a kick button to activate the super combo. 


BAD MATCH-UP 
VS M, BISON 











The priority on Commy's jumping MP almost single-handedly wins this fight. This jumping attack will beat or 
trade with all of Dhalsim’s limbs and slides, enabling you to attack relentlessly. Cammy’s slim character sprite, 
and somewhat high jump, makes it easy to jump straight up and down over projectiles. She can come down 
with MP to beat any limbs Dhalsim may throw out as she falls. The wide horizontal arc of Cammy’s Cannon 
Spike enables you to keep Dhalsim from jumping away with air attacks. By keeping on the pressure, you can 
harass Dhalsim with the Hooligan Throw, which is easy to connect after a close standing HP. 


The difficulty in this match is in the superiority of M. Bison's pokes. His standing MK and HK have more range 
and they cause more damage than Cammy’s pokes. Additionally, he can use his jumping MP to beat oxt 
Cammy’s Hooligan Combo ( Super Street Fighter I! Turbo only), which leaves her with Cannon Drills and Connor 
Spikes, both of which are risky to use. Cammy is also a good target for cross-ups and M. Bison's jumping Mt 
is one of the best in the game. It's difficult to beat M. Bison’s pokes with Cammy’s, so don’t try it. If you elec 
to go this route, your opponent will be forced to use his Psycho Crusher or Knee Press. Try to anticipate these 
moves and use a Cannon Spike to counter them, although this is proves difficult because of the range differ 
ence. If you can bait an HP Psycho Crusher from M. Bison, jump backward and punish it with a jump-in combe 
You have some options if you knock him down. Either use a wake-up close LK into a regular throw, or © 
Hooligan Combo ( Super Street Fighter I! Turbo only), or try to land a cross-up jumping LK. This is risky, thows® 
as it is difficult to time the cross-up. 











Dee Jay 





















STANDING 


Dee Jay's standing normal moves make for a good arsenal of both 
defensive and offensive attacks. Standing MP is great against jump-ins, 
especially characters with great jumping ability, like Chun-Li. Standing 
HP can be used in the same manner(priority is not as good), but it 
should be used when an opponent jumps from farther away. 
a Standing LK is a great poke that has decent range. Both MK 
ee and HK are also good pokes, but because of their slow 
recovery time do not abuse them. 


STANDING CLOSE 


Several of Dee Jay's close normals are useful in com- 
bos, because many of them link easily together. For 
example, you can link fwo standing MP attacks from 
close range, or a standing MP into a standing HP. One of 
his better close normals is MK, which can be used in com- 
bos or as a reversal attack. 


CROUCHING 


Dee Jay's crouching normal attacks are 
extremely versatile and very impor- 
\ tant to his game. His crouching MP 
has excellent priority against 
many attacks (for example, 
Dhalsim’s limbs) and it can be 
linked into combos. Crouching HP can be 
used as an anti-oir attack, and it has great 
priority against other normal attacks. It 
inflicts solid damage on its own, but when worked 
into combos, it unleashes some serious damage, 








| THROWS 


Dee Jay has a very good punch throw (+/+ + MP) with 
great range. Mixing up throws with cross-up attempts is a 
very strong tactic to employ. If you con stay on top of your 
opponent and keep him guessing how to block, it’s much eas- 
jer to get in a throw. The punch throw has good recovery, 
enabling you to advance toward an opponent. His kick throw 
is not as strong, though. In a throw situation, it’s best to use 
the punch version. 


NORMAL MOVES 


JAB 





> /++MP/HP 











STRONG 
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FORWARD 





» [= + MK / HK 


FIERCE ; 











JUMPING 


While in the air, Dee Jay has several options depending on his opponent. 
Se-o-cir his jumping LP is effective if it is used before an opponent can 
#5 his. This move stays out for a very long time, and it has a very high 
miority. It’s great to jump in when you have an opponent in the corner 
ed they are being forced to jump out (Bison trying to use a jump MP 
or example), Dee Jay's jumping LK attacks (regular and special) differ 
Sgnificantly. The regular version isn’t the greatest, however, the special 
sormal (+ + LK) has good priority in the air and it can be used to start 
combos. Jumping HP is an excellent combo starter, and it will snuff sev- 
sal anti-air specials (Chun’s Whirlwind Kick, for example). The timing 
© difficult, tough; press HP earlier than normal. Jumping MK is one of 
the best cross-ups in the game and a great way to start combos, 
Jumping HK has great range for jumping over projectiles and hitting an 
opponent's hands during recovery. You can also start combos with it and 
ese it as a cross-up in some situations. 
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_ FIERCE 


* 














SPECIAL NORMAL 


TF 









Knee Shot | 


Dee Jay has an alternate jumping LK, which has very strange 
properties in how if hits. In addition, you can cross-up your 
opponent with this move. 


Angi, + +lK 


SPECIAL MOVES 
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— Max Out t 


DeeJay’s Max Out is a fast projectile once it gets going, however, it’s 

initial release time is a little long. In addition, the Max Out has con- 

siderable lag after release. The projectile is long, which makes jump- 

ing over it difficult, especially when an opponent is trying to jump 

straight up. 1's useful at negating other projectiles, though, Use it in 
combos and fo apply pressure at full-screen. 
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Charge =, > +P 
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Charge +, + +P, P rapidly Hyper Fist 


The Hyper Fist is a move that can really swing the fight in your favor 
once mastered. Although the Super Street Fighter I! version was 
invincible on start-up, this feature was removed in Super Street 
Fighter 1! Turbo. However, timing the buttons in the right pattern can 

yield many hits. It's best used after hitting with a cross-up 
& attack followed by a crouching normal. 








‘ Double Dread Kick l 


The Double Dread Kick is a special move that hits one or two times, 
depending on which button you use. MK and HK both hit two times, 
so use them in combos only. Trying to hit with the second hit of the 
MK version is an interesting strategy, because you can advance 
toward an opponent ond if the first hit misses, the second move 

comes out very fast. Use the LK version in close quarters, since 
& it goes over crouching attacks. 


Charge +, > +K 





Gharge +, + +K 


Maximum Jacknife | 


The Maximum Jacknife acts as a good anti-air attack. The LK version 
has high priority and is great against an opponent who is jumping in. 
The LK version hits once, the MK connects twice, while the HK hits 
three times. When used as a reversal, use the LK version. This move 

is great in combos, since you can juggle with two hits of a super 
GF combo after hitting with the HK version. 


85 


fi 
m 
E 








——Es eS 











SUPER STREET FIGHTER II 


Dee Jay was an unknown commodity when he was first introduced. It 
quickly became apparent that he is better suited for close-quarters com- 
bat than full-screen. His Hyper Fist could pass through projectiles, and it 
was also useful as an anti-air special attack. Several combos help his 
game, as well as decent overall speed, but he is not a dominating force. 
He is most effective fighting at close range, mixing up throws and using 
his powerful combos. 


SUPER STREET FIGHTER II 
TURBO 


Super Street Fighter |! Turbo Dee Jay is a very strong character in some 
aspects, but weak in others. He is at his best while on top of an oppo- 
nent after knocking them down. His gameplan centers around mixing 
up his powerful combos with throws and tick-throws, tempered with his 
ability to keep an opponent pinned in the corner. Avoid playing in the 
traditional “Guile” mindset (sit and throw projectiles until an opponent 
jumps, then Somersault Kick); if not, you'll get eaten alive because of 
his weakness against projectiles. Instead, get a mid-screen knockdown 
and mix up some of the deadly cross-ups into Hyper Fists for dizzy 
potential, or use Maximum Jacknife kicks for position. Pin your oppo- 
nent in the corner and use Dee Jay’s high priority normal attacks and 
his arsenal of special moves (such as HP Max Out and LK Dread Kick). 
The addition of a super combo does add another dimension to his arse- 
nal. It provides a legitimate reversal move and a method to punish close 
projectiles. 


SUPER STREET FIGHTER II 


Cross-Up MK, + + LP x3, Standing 
MP. HK Double Dread Kick 


Ye 


Cross-Up MK, + + MP MP HP Max 
Out 


SUPER STREET FIGHTER II TURBO 


Gross-up MK, Crouching LP Crouching (al aamated 
HP. Hyper Fist _— 


@F 


Cross-up MK, Crouching MP. Crouching 
LK, HK Maximum Jackknife, Dread 
Carnival 





GF 





charge + + + + +K Dread Comival 

At close range, this super’ combo passes through projectiles and 

smacks your opponent four times. During the execution of the move, 

charge down for two seconds. Then, when the Dread Carnival finish- 

es executing, unleash a Maximum Jacknife to juggle for two more 

hits. This super combo is great to twitch out in close range when 
playing footsies, especially if an opponent flinches with a 

slower normal attack. 


BAD MATCH-UP 
VS RYU 
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GOOD MATCH-UP 


VS FEI-LONG 


When fighting against Fei-Long, the priorty of Dee Jay’s normal attacks 
plus the ability to pressure from o distance with Fast Max Quts, creates 
an advantage. You don't need to jump toward Fei-Long; instead, let Fee 
Long come to you. The one thing to look out for is Fei-Long’s standing 
HP/Forward Hop kick trap, because it will force you to block high one 
lose the charge for a Maximum Jacknife. However, if you are blocking 
low while Fei-Long uses his standing HP then you should have time 
execute an Maximum Jacknife to escape the trap. 





Dee Jay has a decent projectile in his Max Out, however, he has much more delay on it compared to other projectiles (Guile’s Sonic Boom, for exam= 
ple). This keeps him at a disadvantage against Ryu’s faster Hadoken. A paitent player can pepper you with the Hadoken, forcing you to jump. fy 
can often recover quickly enough from his Hadoken to use his Shoryuken on any of Dee Jay's jump attacks. To succeed in this fight, try to knew 
Ryu down as soon as possible and stay on top of him. Throws work well, as does baiting a Shoryuken. The odds are good that the person playing = 
Ryu will try a Shoryuken on wake-up. If your opponent doesn't use a Shoryuken, try a fast sweep with crouching MK to knock him back down. Stam 
on top of Ryu and don’t let your opponent dictate the pace of the fight with projectiles. 























Fei Long 






RN STANDING 


Fei-Long is built for attacking and offense, and his normal moves reflect 
this. His pokes have high priority and many of them link together, 
allowing him to land devastating combos with ease. Additionally, all of 
Fei-Long’s standing normal attacks (with the exception of standing HK) 
can be buffered into his Rekka Ken rushing punches. Standing HP is Fei- 
Long's standing poke of choice. This attack may discourage players who 
like to throw projectiles constantly. 





\ STANDING CLOSE 


‘\_ Fei-Long’s close standing normals complement his game very 
= \\ well, because so many of them link together. All of them 
}\ {except HK) con be buffered into his Rekka Ken punches. 
\ MP HP and MK are probably the most viable close-range 
\. options. Close standing MP easily links to his close stand- 
\_ ing HP or his crouching HK sweep, leading to o knock 
\\ down or additional damage. Close standing HP is one 
\ of Fei-Long's best options, especially when an oppo- 
_ nent is rising. Although it normally has a long 
\. recovery, it can be performed early, allowing 

} you to link more normals offer it! 


Fei-Long’s crouching atfacks complement his attack game with decent 
range, good priority, and the ability 1o buffer into his Rekka Ken punches. 
Crouching HP is one of Fei-Long’s greatest assests. Although it doesn’t 
combo info his Rekka Ken punches, it has a great deal of priority, range, 
and a high dizzy potential. If this move is used as a wake-up attack against 
an opponent, you can link it to another crouching HP which has o high 
chance of dizzying your opponent. With the exception of HP and HK, all of 
Fei-Long’s crouching normals can be buffered into his Reka Ken punches. 
This enables him fo keep pressure on opponents and it provides several dif- 
ferent looks via links, 


THROWS 


His punch throw tosses an opponent into the airin the direction you choose. 
The kick throw is similar, although he throws them by the neck instead. 


After a knockdown, Fei-Long can move next to an opponent and unleash 
a standing or crouching atfack while his opponent is rising, forcing them 
to block. From there, you can walk forward and perform a throw as your 
opponent recovers from the blocked attack or use the overhead special 
normal (-» / +MK), or even a Rising Dragon Kick. With his huge dam- 
age potential, opponents must be wary when getting off the ground. 











NORMAL MOVES 
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JAB STRONG 





ROUNDHOUSE | 






HK 


STRONG 
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ROUNDHOUSE 











FAIR THROW 
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JUMPING 


With great ground mobility (due to the Rekka Ken punches), it's not nec- 
essary to take to the air offen. When he does, however, he has a formi- 
dable array of options. His jumping HK is an excellent jump-in, useful for 
both cross-ups and starting combos. His jumping LP stays out for a long 
fime, allowing him to throw it out early and jump in against an opponent. 
The only jumping normal move to visibly receive a change (for reasons 
that become evident) is HK. This move is now a straight legged kick, 
rather than the odd twisting kick from before. This move also lacks the 
cross-up properties of the old jumping HK. 
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SPECIAL NORMALS 


+/+ +MK : ___ Forward Hop bl 


Fei-Long has two special normals. The first one is a quick overhead hop- 
ping kick. Without this move, opponents could simply block low with no 
fear of attacks that con hit high. By occasionally including this move 
during close-range combat, you can land a few extra hits in the poking 
game ond swing matches back in your favor. When an opponent 
retaliates after this move, counter with a Rising Dragon Kick. 





+ />+MK : Forward Hop 


Although this move hasn't changed from a visible standpoint, 
Fei-Long now hops forward slightly when + is held. Otherwise, he 
Gyseov hops in place as in Super Street Fighter Il 





COSTUMES 
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> +HK Roundhouse Hop | 


The other special normal (> + HK) isn’t quite as useful, but it still has 

its place. This forward-moving kick hits twice at close range, leaving 

Fei-Long close to his opponent. It can cover a great deal of distance, 

but comes out a little slow. Unfortunatley, the move can be punished 
__ before it actually hits ifit is performed too far away. 
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SPECIAL MOWES 





r —_ a 
+ = > +P (repeat up to 3 times) Rekka Ken) 


Fei-Long slides along the ground, extending his fist. The punch used 
determines the distance he travels (HP goes the farthest). Three 
“Rekka Ken attacks can be performed i in succession, creating an easy 
-hit combo, When one connects, use the same strength button to fin- 
ish the combo; if not, it may miss. 


The Rekka Ken is Fei-Long’s bread and butter. Because so many of 
his normal moves can be buffered into the Rekka Ken, you will 
almost always throw these out in some way. They also serve well as 
pokes, allowing you to pressure blocking opponents not only with his 
normals, but with the chip damage from blocking the Rekkas and the 
threat of them actually connecting. 


The Rekkas should be considered an extension of his poking game. 
By using Fei-Long’s high-priority normal pokes, and dragging an 
opponent into a ground-based poking game, you can switch to using 
his Rekka Kens for punishing whiffed (or dodged) normal moves with 
recovery time. Also, his Rekka Kens are relatively safe when blocked, 

as long as he hits his opponent at the end of the sliding motion. 
g This takes practice, but it is well worth the effort. 





__ Rising Dragon Kick | 


he se Long's anii-air flaming kick. He spins into the air, one leg 
“onfie tg the other one around him. The stronger the kick but- 


«+e tk 


“ton used ther into the aire goes. The HK version hits twice. 


This move serves a variety of pli feses {tis normally used as an anti- 
air attack, discouraging opponents from jumping. It also works well 
in combos, since it causes very good damage and it's more reliable 
than the Rekka Ken punches. It can be used to hit pokes from oppo- 
nents at close range, especially following Fei-Long’s overhead kick 
special normal, 


Be very careful with the HK version of this move. Although it can hit 
twice, if the opponent is too far away, the second hit will whiff and 
the opponent will not get knocked down. 
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OPS OC sce ES dragon Arch 
The Dragon Arc Kick is a fantastic move that helps Fei-Long's offense. 
Performing this move causes Fei-Long to launch into the air toward 
an opponent, using the animation similar to his jumping HK from 
Super Street Fighter Il, This move can hit up to three times. The kick 
button used determines the distance he travels across the screen. 


By performing o-normal attack that causes a lot of block stun (close 
standing HP for example), Fei-Long can buffer it into the Dragon Arc 
Kick, leaving only a small window of opportunity for an opponent to 
attempt to hit him out of if. This is especially difficult for certain 
charge characters, or those without good reversal moves. Since Fei- 
Long recovers instantly upon landing, perform the normal move 
when he lands and buffer it into the Dragon Arc Kick! 


This move is extremely versatile, allowing Fei to hop over projectiles 
and land big damage combos and juggles. While the motion is 
GF sishly peculiar, it's definitely a move you'll want to learn. 
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SUPER STREET FIGHTER II 


Super Street Fighter I! brought us the martial arts master Fei-Long. He 
drought a unique style to the game, utilizing high-priority ground 
moves in the form of his Rekka Ken punches, and a decent anti-air 
attack with his Rising Dragon Kick. Playing as Fei-Long means sacrific- 
ag any kind of long-range strategy in return for huge damage poten- 
fial. His Rekka Ken punches link together, making them excellent for 
sunishing o missed poke attack or moves that have a lot of recovery. 
fou may experience difficulty fighting characters who have good 
defense (such as E. Honda) and those who are skilled at keeping oppo- 
sents away (such as Sagat and Dhalsim). However, even against these 
spponents, he can slowly work his way in close where his skills rise. 


SUPER STREET FIGHTER II 
TURBO 


Fei-Long’s Dragon Arc Kick is a powerful new tool, plus he retains most 
of his high-damage combos from Super Street Fighter Il. The Dragon Arc 
fick enables him to work into close range against opponents, which 
means he’s no longer at a disadvantage against long-range characters 
tke Sagat and Dhalsim. However, because his game is so ground-based, 
ne still has difficulty cracking open a tough defense. Fei-Long’s game is 
still bosed oround his Rekka Ken punches. By repeatedly poking with 
these punches, you can slowly force opponents back into the corner. By 
sing different strength versions of the Rekka Ken, it’s possible to bait 
eut a poke from an opponent that will miss, thus allowing you to rush 
© for a powerful combo or knockdown. Fei-Long is most dangerous 
agains! an opponent who gets knocked down, because his high-priority 
sormal moves serve as great wake-up attacks. When opponents begin 
jo fear the damage potential of Fei-Long’s combos, it leaves them open 
t his throws, 





SUPER COMBO 





fue eueeP : Rekka Shin Ken 


Sei-Long performs five consecutive Rekka Ken punches in this combo. 
AMhough this move leaves him very vulnerable if it whiffs, he is com- 
ly safe if an opponent blocks it and it is invulnerable for most of 
duration of the move! This provides a fantastic anti-projectile 
fechnique, as well as creating options after a blocked Rekka Ken 
“series or o Dragon Arc Kick. 











COMBOS 
SUPER STREET FIGHTER II 


Jump in HP + + LP HP HP Rekka a Sf ee 
Ken x 3 


% 


> +HK, ++HP 
& 


Close standing MP crouching MP (SSeERonneneaan i] | | 
Rekka Ken X3 " “4 


Y 


++HP + +LK, HP Rekka Ken x3 


@ 


Dragon Arc Kick, LP-+ + LP Rekka 
Shin Ken, Dragon Arc Kick 


GF 


GOOD MATCH-UP 
VS ZANGIEF 


While it seems that Fei-Long’s need to get close to opponents would hurt him against Zangief, his normal moves save the day. In particular, his stand- 
ing HK and crouching HP. The standing HK will beat any jump-in that Zangief attempts, including his Body Splash. This prevents Zangief from set- 
ting up his Spinning Pile Driver, leaving him with his crouching HK and standing MK moves. Both of these moves can be harried by a crouching HP 
Additionally, a whiffed crouching HK from Zangief can be punished by HP Rekka Kens. 


BAD MATCH-UP 
VS E, HONDA 


This match heavily favors the Sumo wrestler due to Fei-Long’s lack of viable offensive options. E. Honda's LP Headbutt can beat any of Fei-Long’s 
jump-ins, including the Dragon Arc Kick (Super Street Fighter II Turbo only). This leaves only ground strings and Rekka Kens to rely on. E. Honda's 
defense is powerful against any character without a projectile. Try to bait HP Headbutts from E. Honda to make him jump backward to counter i. 
Crouching HP can also beat many of E. Honda's pokes, but it runs a serious risk of being hit by a Headbutt. R 





<3a503 8 


= Ee 











Liaocanlt 


~- STANDING 


- T. Hawk's normal moves are primarily poking moves that enable him to 
get in close to set up throw attempts with his Storm Hammer. Standing 
HK is good for punishing missed moves from far away, while the 
standing MP is useful for stopping or trading with projec- 

Y tile attempts. 






























"NORMAL MOVES 
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+) STANDING CLOSE 


VeA) Most of |, Hawk's close normals are useful for setting up throw 
: attempts with his Storm Hammer and combos. Close LP LK, and 
AK are excellent moves to force an opponent to block in order to throw 
them. Close MP ond MK ore the primary moves to combo into 
Thunderstrike to knock them down. Close MP is also a good anti-air 
against players who try cross-ups. 








\ CROUCHING 


T, Hawk’s crouching normals compliment his standing normals as pok- 
ing tools to frustrate an opponent and get closer. His crouching MP is 
probably his highest priority ground normal, trading with or beating a 
large number of attacks. Crouching MK is also good for trading with 
‘moves that crouching MP can’t beat. 





\ 
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| \\\\ THRows 

\ Because T. Hawk has o more powerful special move for 
throw, you may shy away from using his normal throws. 
His best throw is the HK version, because it’s impossible to 
7 tech regardless of the version being played. {n addition, 
it sets up perfectly for either a well-timed jump-in or 
ground poking game. If you decide to use a ground poking 
o game, use his Storm Hammer or attempt a combo. 















JUMPING 


T Howk’s best air move is his jumping LP. It stays out a long time, has 
great priority to trade or stop various air counters, and the move sets 
up his Storm Hammer perfectly. The only problem with his jump LP is 
that some characters have a perfect counter for it (i.e. the crouching MK 
of Cammy, M. Bison, and Blanka). In this case, jumping HP can be used 
fo stop these attacks, T. Hawk’s jumping MK is his primary cross-up 
attack. If you're playing the Super Street Fighter Il version of T. Hawk, 
however, his Heavy Body Press will also cross-up. 
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Heavy Body Press 1 
T. Hawk's Body Press is the second best cross-up in the game, only 
railing behind Zangief. This move is great for starting combos off 
with big damage, or putting your opponent in block stun, and forc- 
ing them to escape the Storm Hammer (Which is extremely hard to 
do). If the Body Press hits a crouching opponent, the window of 
opportunity is expanded, allowing you more time to connect a 
& bigger combo. 


An air, + + HP 





SPECIAL MOVES 
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The Thunderstrike is T. Hawk's best anti-air move. lt has decent pri- 
ority and can be used as a wake-up reversal. It is even an option at 
close range to go through projectiles to hit an opponent. Avoid using 
the MP and HP versions of this move, except in combos. The reason 
@ being is that only the second hit of the move will knock down, 


>+utP 





T. Hawk's Storm Hammer is the most powerful non-super combo 
move in the game. Use it to punish whiffed moves and tick-throw 
after blocked normals (like his jumping LP. standing or crouching LP 
or close MK). The range for this throw is not as good as Zangief's 


Ox Spinning Piledriver, but there is no whiff animation, which 


makes this move a bit safer if you are too far away. 







In air, all 3 Punch buttons The — , 


The Hawk can be a great suprise move. When used properly, it can S. 
punish projectiles (or other slow attacks) that have a longer delay, 
You can also use it after a Storm Hammer, and you can land right 
next to your opponent and set up another Storm Hammer attempt as 


& they wake up. 





SUPER STREET FIGHTER II 


T. Hawk's primary strategy revolves around getting close to land his 
Storm Hammer. From further away, you can use his standing HK, stand- 
ing MP. crouching MP. and MK to beat or trade with moves to make your 
opponent hesitate about sticking anything out. If an opponent is keep- 
ing you out with projectiles, use The Hawk move against slower ones, 
and jump straight over the quicker ones to advance close enough to use 
standing HK or standing MP. If your opponent doesn’t have a good anti- 
air move, get in close and unleash T. Hawk's jumping LP to set up some 
throw attempts. The Thunderstrike is a good attack up close to knock 
down an opponent. After a knockdown, T. Hawk gains the advantage. 
Use cross-up MK or the Heavy Body Press, crouching LPs, crouching MP. 
and close standing MK against an opponent who is waking up to force 
them to block. Then you can go for tick throws with T. Hawk’s Storm 
Hommer. 


SUPER STREET FIGHTER II 
TURBO 


T. Howk’s biggest addition to his arsenal is his super combo. Depleting 
about half of an opponent's life bar, this is the most powerful move in 
the entire game. His Heavy Body Press is now much more difficult to use 
as a cross-up, and it is impossible to use against some smaller charac- 
ters. Also, his standing HK no longer hits crouching opponents. 







SUPER STREET FIGHTER II 
Cross-up MMK, MP. HP Uphawk ere 


a dl 
In oir, Cross-up + + HP + +LP MK, 
LP Uphawk 


[ . 


Cross up MK, + + MK, + + LP HP 
Uphawk L —_— 


Cross-up MK, + + LP x 2, standing LP. 
ity Uphawk : | 


| 


SUPER COMBO 





720 +P 


With the Super Meter filled; use this move in place of any Storm 
Hammer for added damage. Like all super combos, your character is 
‘invincible at the beginning of the move and it’s possible to tick-throw 
to make some nearly unescapable setups. It will grab a lot of rever- 
Gr" moves, including Tiger Uppercuts and Shoryukens! 


a Double Typhoon | 


GOOD MATCH-UP 
VS CHUN-LI 


Although T. Hawk doesn’t have an advantage in this fight, it is much less of an uphill battle than a lot of other possible matches. With the exceptioe 
of a properly timed Whirlwind Kick, Chun-Li will experience difficulty against T Hawk's jumping LP. Take advantage of this by performing the Stor 
Hammer. Ground to ground, Chun-Li's normals are faster and have more priority than T. Hawk’s, so you may be limited to standing and crouchins 
MP to attempt to trade or beat her moves, Be patient against her poking game and wait for an opportunity to tick-throw her. If you can get her i 
the corner with a knockdown, unleash repeated tick-throw attempts to make it difficult for her to escape. 


BAD MATCH-UP 
VS HONDA 


Against a defensive-minded E. Honda player, T. Hawk will have a hard time causing much damage. T. Hawk cannot jump in or poke very well fe 
fear that E. Honda’s Headbutt will cause a lot of damage. Your hest bet is to move close to E. Honda and bait a Headbutt from him that you ex 
jump over and punish. If E. Honda isn’t charged, go for the attack. Without his charge, he cannot defend against T. Hawk's jumping LP as well Be 
careful with tick-throw attempts against the Super Street Fighter I Turbo version of E. Honda, though, because he has his own special move theaw 
that can be used to reversal out of a tick-throw attempt. Try to space any tick attempts so that you are too far away for him to throw you, but yee 
are still in range with T. Hawk's Storm Hammer. If you get the advantage in this fight, step back and take a more defensive approach. T. Haws = 
crouching LP can stop offensive Headbutt attempts. If E. Honda tries a Sumo Splash , block it as he comes down and use the Storm Hammer wre 
he lands. If he attempts to advance toward you, simply attack because he won't have his charge for his Headbutt. 




















Lene 


Akuma is the boss of all bosses and his power scares the most hardcore players. Because Akuma is a secret character and all of his moves have an unfair advantage, he 
is considered one of the best boss characters created for a fighting game. His Zanku Hadoken and Shakunetsu Hadoken moves are extremely powerful. Akuma can deplete 
almost 90% of your character's health bar with a single hit. 
















To select Akuma in battle, choose the Super T mode from the menu and let the cursor rest on Ryu for four seconds. Then move to T. Hawk for two seconds, then on to 
Guile for two seconds, then move it to Cammy for two seconds, Lastly, move the cursor back to Ryu for two more seconds. After doing so, press the START button and all 
three Punch buttons at the same time to make Ryu's picture turn completely black. This means you have successfully picked Akuma! 


STANDING 


Due fo Akuma’s great speed and the fact 
that he has the same normals as Ryu and 
Ken, his normals are twice as good! 






ROUNDHOUSE | 


) STANDING CLOSE 


} H) Y Akuma is very similar to Ryu when it comes to 
close normal moves. His close MK can be followed up 
with a special move, and his HK hits twice. 


FORWARD 





» CROUCHING 


. Akuma has the same basic crouching moves as 
Ryu. His crouching MK is good for two-in- 
‘| ones. Crouching HK is great at knocking an 
| opponent off his feel, plus the move is 
\ extremely fast. 
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JUMPING THROWS 


%5 cit moves are somewhat standard. He doesn’t really need anything, Because Akuma has blinding speed, his throw game is ridiculous! He can 
sace he has the best air move in the game. lock down an opponent with his Zanku Hadoken or the Shakuneisu 
Hadoken, then swoop in for a quick throw. 
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++LP z/n~+iP 
> /++MP/HP > /++MK/HK 






STRONG §=—s ||: iD STRONG 





SPECIAL MOVES 


++MP a /~+MP 


FIERCE FIERCE 





+x > +AnyP Go Hadoken | tee +k Tatsumaki Senpukyaku 
His Go Hadoken is unbelievably fast. This Hadoken comes out of Akuma’s Tatsumoki Senpukyaku is incredibly fast and it has juggle 


nowhere and can fake down its target in no time at all. potential. You can link up to three hits in the air, with any combina- 
tions of Shoryukens or Tatsumaki Senpukyakus. 





+4+LK z/~+iK 


FORWARD FORWARD 





> +x+P Go Shoryuken #xtureP Shakunetsu Hadoken | 





++MK a /~+MK « 
ROUNDHOUSE ROUNDHOUSE Akumo’s Go Shoryuken uppercut hits three times (like Ken's), but it The infamous Shakunetsu Hadoken can knock down an opponent at” * 
sad does so with any Punch button. It also hits three times as an anti-air any distance, plus it hits three times. This is one of two moves that 
move. Akuma has that makes him far superior to any character in the 





game. Since it has almost zero recovery time, this move can keep 


grr" permanently locked down. 





In oir, +x + +P Zanku Hadoken | zs 


This move is perhaps the most feared by opponents. This move puts 
any opponent into a blocking animation for at least three or four sec- 
Gr” and it can trigger massive 8-hit combos. 























COMBOS 


SUPER STREET FIGHTER II TURBO 


Jump in HK, + + MK, HP Shokunetsu 
Hadoken 


@ 


Cross-up HK, + + MK, HK Tatsumaki 
Senpukyaku, LP Shoryuken 


& 


In air LP Zanku Hadoken, standing 
HP Shakunetsu Hadoken 


In oie LP Zanky Hadoken, jump in HP 
jump up HP Zanku Hadoken, + + 
MMP standing MP HK Totsumaki 
Senpukyaku, MP Shoryuken 






























































































































GLOSSARY OF TEAMS 


360 MOTION 
Spin the controller or joystick in a circle. Basically, only six consecutive 
points on the joystick (or controller) must be hit. 


720 MOTION : 
Spin the controller or joystick in a circle twice. Basically, only 12 con- 
secutive points on the joystick (or controller) must be hit. 


ABSOLUTE GUARD 

After blocking the first hit of a combo, the rest of the hits are blocked 
automatically. Street Fighter Ill: 3rd Strike is the first Street Fighter 
game to remove absolute guard. 


AMBIGUOUS CROSS UP 
A jumping attack that may or may not cross up. It should be executed 
in such o way os fo confuse an opponent's ability to block on reaction. 


ANTI AIR 
A move used to attack a jumping opponent from the ground. 


BAIT 
To lure an opponent into attacking. 


BLOCK 
To successfully guard against an attack. Blocking can be done from a 
high or low position. 


BLOCK STUN 
The time in which o character is frozen on-screen affer a move connects. 
The stronger the move, the longer the block stun. Opponents cannot be 
thrown during a block stun. 


BUFFERING 
To conceal the joystick and button presses of a move during the execu- 
tion of another move. This makes cancels and certain combos easier to 
perform. It is also useful for “Psychic” moves that automatically come 
out only if the first move hits. 


CANCEL 

To interrupt an attack to begin a new attack before the first attack fin- 
ishes. Only certain moves can be canceled. Generally, normal attacks 
can be canceled into special moves and super arts. Special moves can be 
canceled into super arts. This is crucial for multi-hit combos. It also has 
advanced applications. 


CHAIN 
A series of moves that connect or cancel into each other to form a 
combo. 


CHARGE 
Press in a direction (almost always + or « ) for two seconds. 


CHARGE PARTITIONING 

A way to break up the charge times of a charge special move into 
pieces. This enables a character to be active while charging for a special 
move. 


CHIP DAMAGE 
Damage inflicted to opponents with o special attack or super art while 
they are blocking. 


COMBO 
A combination of attacks, special attacks, and super arts strung tageth- 
er to hit opponents in sequence before they leave hit stun. 


CROSS UP 

A method used to get on the other side of opponents. Any jumping 
attack that starts in front of an opponent then hits from behind is called 
a cross up. Opponents must block a cross up in the other direction, basi- 
cally the direction in which they face. 
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COUNTER MASH ——— 
A defensive mash. Press the buttons repeatedly to reduce the number of 
hits on certain throws. 


DAMAGE REDUCTION 

Attacks inflict less damage than normal when they are part of a combo. 
The more hits in the combo, the less damage (a reduced amount of its 
standard damage) each additional move causes. Canceling and super 
canceling also decreases the damage of all the attacks that follow. 
Damage reduction resets offer the combo is completed. 


DIZZY 

Synonymous with stun. When the stun bor gets maxed out, the charac- 
ter becomes paralyzed and cannot do anything until he gets hit or the 
dizzy state ends, Mash the buttons to reduce the amount of dizzy time. 


DOUBLE TAPPING 
Quickly pressing the same button twice in a row. 


DRUMMING 
Quickly pressing all three punch or kick buttons in succession. 


EX 
A faster, more powerful version of a special attack that usually causes 
more hits than the normal version. EX moves consume the Super Meter. 


FOOT GAMES (FOOTSIES) 

Fighting on the ground from a distance with low kick attacks. A big part 
of foot games is to bait opponents to attack while your character is out 
of range, then counter attack during their recovery from the whiffed 
move. 


FRAME ADVANTAGE 
The recovery of an attack is quick enough where your character can 
move or attack again before your opponent leaves hit/block stun. 


GROUND CROSS UP 
To cross up an opponent on the ground. In general, this is accomplished 
by dashing over an opponent's body as he or she quick recovers. 


GUESSING GAME 
Any situation that arises in which there is no way to know what an oppo- 
nent will do, so you must make an educated guess. 


HIGH ATTACK 
An attack that must be blocked high but cannot be parried low. 


HIT STUN 

The time when opponents are paralyzed from being struck by an attack. 
They cannot move, block, or attack until the hit stun wears off. 
Opponents cannot be thrown during hit stun unless they have been 
turned around. Hit Stun is only present on an attack that does not knock 
down. 


HIT VERIFICATION 
Canceling or linking into the next move of a combo only after seeing 
that the first attack connects. You must verify that the next attack will 
combo before you do it. 


JUGGLE 
A combo that knocks an opponent into the air. 


JUGGLE STATE 
A state in which an opponent is susceptible to a hit by more juggles. 


KARA CANCEL : 

A Japanese term that means “empty cancel.” It is used to describe a sit- 
uation in which you cancel out a normal attack into a special move 
before even seeing the normal attack come out. Usually used to gain 
extra range on special attacks, such as throws. 


Before you dive into this comprehensive siraiegy guide, take a few minutes to read 
through this glossary of gaming terms. These terms are mentioned throughout the 
guide, so your familiarity with them is paramount. - 


KNOCKDOWN 
Opponents are hit or thrown to the ground. Opponents cannot be hit 
during a knockdown, with the exception of a few OTG situations. 


LIFE BAR 
The long bar at the top of the screen. Any hits taken decreases the life 
bar. When the life bar is depleted, that fighter loses the round. 


LOW ATTACK 
An attack that must be blocked low, but cannot be parried high. 


MATCH RESET = 
When neither player has a positional advantage over the other. 


MASH 
To press the buttons repeatedly. This tactic is often used to gain extra 
hits for certain moves. 


MEATY ATTACK 

An attack that-starts while an opponent is on the ground. The move~ 
stays out long-enough to where’ the opponent gets-up into the move- 
while it is still hitting. This enables the attack to hit at a later time than 
it normally would. It is good for linking after the attack, thus making it 
difficult for opponents to execute a wakeup reversal. 


METER 

The long bar at the bottom of the screen that indicates the number of 
super arts that are available. The longer the meter, the more super arts 
and EX moves you can do, You can build the meter by whiffing moves, 
connecting with moves (hit or blocked), or by being hit. 


MID ATTACK (MID-LEVEL ATTACK) x 
An attack that con be blocked high or low, and usually also parried high 
or low. 


MIND GAMES 

Anything from playing tricks on opponents, to forcing them into unfa- 
vorable situations in which they must guess. The opponent playing mind 
games is generally the one controlling the momentum of the match. 


MIX UP 
Any pattern or series of moves intended to confuse opponents and cre- 
ate an opening. 


MOVE 
(Used os a noun) Synonymous with attack. For example, 0 “specia 
move” (a special attack). 


NEGATIVE EDGE * 
Releasing a pressed button. It's possible to execute special attacks 

the negative edge release of a button. For example, to execute o 
Hadouken with a negative edge button release, press punch, then +, =. 
> + release Punch. Negative edges are used to simplify complex input 
commands and make it easier to fime a button press for a linked sp 
cial attack or super art. 


NEUTRAL POSITION & 
When the controller or joystick is in the center. Basically, when the joy- 
stick (or controller) isn’t being pressed. 


ON REACTION 
Refers to the ability to react to something in time to either 
block/parry/execute a super art, etc. 


OPTION PARRY d 
A type of option select. You cover your character with a parry b 
committing fo a move. 








OPTION SELECT 
Inputting o command that covers your character for multiple situations. 
Usually used in situations in which guessing is involved. 


OTG (OFF THE GROUND) eo 
A combo that hits opponents even though they have already fallen to 
the ground. 


OVERHEAD : 
An attack that hits high. It cannot be blocked or parried low. 


PARRY 

A technique that nullifies an opponent's attack and provides a short 
period of time to counter the attack. There are two types of parries: high 
and low. Proper parrying involves a lot of guesswork. 


PERSONAL ACTION 
HP +HK. Each character performs a personal action that gives him or 
her some sort of power-up. Also known as “taunting.” 


5 
~ POKE 

Usually a low attack, it is used to hit opponents from a distance, 
PROJECTILE 
An attack that travels independently from a character's body. 
PSYCHIC 
Any attack can be considered psychic if an opponent guesses at the right 
time and lands a hit. Only moves that can't be verified are usually con- 


sidered psychic. Although highly risky, o psychic attack can really 
change the momentum of a match. 


PUNISHMENT SITUATION 

A situation in which an opponent is in the middle of a long recovery 
from an attack and is completely open, leaving himself open for a 
combo. 


QUICK RECOVERY 

Top + after a knockdown as soon as your character hits the ground. The 
character will roll backward and recover to his or her feet quicker than 
normal. This is good for retreating away from opponents after a knock- 
down. However, many characters are at risk to being crossed up on the 
ground during their quick recovery. 


RECOVERY 

All attacks take a certain amount of time after their hit phase to finish 
before a character can move, block, or attack again. This is known as 
“recovery.” Recovery is also used to describe when a character gets back 
to his or her feet. 


RED PARRY 
A voriation of a parry that can only be done when a character is in block 
stun. The absence of absolute guard in Street Fighter Ill: 3rd Strike 
enables characters to leave block stun during a combo and red parry the 
next attack. 


RESET ————-# 
A situation in which you finish a combo with a move that knocks oppo- 
nents back to their feet. You can usually start a new combo before the 
opponent hits the ground, thus resetting the combo. Resets are also used 
fo create ambiguous cross up situations. 

é 


REVERSAL 
To perform a special move or super art at the first opportunity after 
being knocked down, or after coming out of block stun. 


4 
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SHOTO 
Short for Shotokan. Used to describe the character types of Ryu, Ken, 
and Akuma. 


SOK ees aS 
A term used to describe a sufficient amount of meter for a super art. 


STUN ; 

Synonymous with dizzy. When the stun bar gets maxed out, the charac- 
ter is paralyzed and cannot do anything until hit, or the stun state ends. 
Mash the buttons to reduce the amount of time stunned. 


STUN BAR 
The smaller bar under the life bar. Each hit taken increases the stun bar. 
When the stun bar gets maxed out, the character becomes stunned and 
cannot do anything for a brief time. The stun bar gradually decreases 
on its own. 


SUPER ART 

Sometimes known simply as “super.” Every character has at least three 
super arts. These moves, which require complex joystick and button 
inputs, are usually a character's most powerful attack. You must have a 
full super meter to use them. 


~ SUPER JUMP CANCEL (SJC) 


To cancel an attack into a super jump. To do so, press the button for the 
normal attack, then quickly tap + #. Only a certain few normal attacks, 
special moves, and super arts can be super jump canceled. 


TARGET CHAIN 
A series of chainable moves that is a pre-set combo. 


TECH 
To escape a throw attempt. 


TICK 


A quick move used fo set up a throw or any other tricky maneuver. The. 


“ticked” move is usually blocked. 


TRIP GUARD —— 
When characters jump they can block the moment they lan 

they did not attack while in the air. This is called trip guard. 
that occurs while either player is in the oir resets trip guard 


TURNED AROUND 


eral, press MP + MK. Eac 
or her strategy section. 


WAKEUP ss a 
The time in which opponents get off the ground. 


WAKEUP SUPER = = 
An opponent performs a reversal super the moment he or she gets off 
the ground. 


WHIFF = 

When a move does not connect with an opponent. Sometimes whiffing an 
attack is useful for building the super meter or setting up another atfack. 
Whiffed moves also tend to be vulnerable fo counter attack on their recovery. 


ZONE (ZONING) 
(Used as a verb). To control space and keep your character at a distance 
so that you can dictate the flow of the match. 





CONVENTIONS 
QCF 


Quarter circle forward (¥ » +) 


QcB 
Quarter circle back (+ # +) 


HCF 
Half circle forward (+ 1 + = +) 


HCB 
Half circle back (+ « + « «) 


JAB : 
Leust damaging punch button - LP 


‘ STRONG 


Medium damage punch button-MP 
FIERCE 


Most damaging punch button - HP 


SHORT 
Least damaging kick button - LK 


FORWARD _ 
Medium damage kick button - MK 


ROUNDHOUSE 
Most damaging kick button - HK 
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Basic Uniwersal Tactics 


*Y COMMAND INPUTS 


s LY All COMMANDS IN THIS GUIDE ARE 
PRESENTED WITH THE ASSUMPTION THAT 


THE FIGHTER 1S FACING TO THE PLAYERS 
RIGHT, THE DIRECTION THE 1P FIGHTER 
FACES WHEN A ROUND BEGINS, 





FORWARD DASH 


Tapping forward twice makes your character perform a forward dash. 
Dashes are effective for quickly closing distances. Each character's dash 
has different speeds and properties, including start-up, overall travel 
time, and recovery period at the end of the dash. 


BACKWARD DASH 
=. 


Quickly tapping back twice makes your character do a retreating dash. 
If you need to create space between your fighter and the opponent, 
start back dashing. Some characters have back dashes that are designed 
to be effective up close. Ryu’s back dash covers an extremely short dis- 
tance, Use this to your advantage, as he can back dash out of an oppo- 
nent's throw range. After the throw whiff, punish the opponent with a 
combo. Each character has a different back dash; learn each one’s 
strengths and weaknesses. 


JUMP 
shy 


Pressing Up makes a character jump. You can jump toward (press # ) an 
opponent or backward (press *). The jump is a very daring choice in 
Street Fighter. Although it’s commonly the first thing lots of people 
choose to do in an attempt to be on the offensive, most characters have 
multiple anti-air options they can use to deal damage for jumping. Even 
with the parry, jumping is never safe. An opponent can vary which anti- 
air options they use and do other tricks to throw off your parry timing 
during a jump and score free damage. It's very important to experiment 
and determine when to jump to minimize the risk involved in jumping. 





Jf UMPING/CROUCHING SHORTHAND 


"WY FOR MOVES INVOLVING A JUMP, IF 
OMY + 18 LISTED, THEN THE SAME 
ATTACK EMERGES FROM *~ AND # AS +, 


THE SAME HOLDS TRUE OF CROUCHING, 
lE ONLY + 18 LISTED, THEN ENTERING # 
OR « SHOWLD PERFORM THE SAME MOVE, 


EXCEPTIONS TO THE ABOVE ARE NOTED 
MW EACH CHARACTERS LIST OF MOVES, 





















SUPER JUMP 
4 ee 


A jump that covers more distance, both vertical and horizontal. Super 
jumps are eosier to use in cross ups and when jumping over projectiles. 


BLOCKING 


The basic defense against an opponent's attacks. Blocking makes fight- 
ers immune fo normal attacks. While blocking an attack, fighters go into 
a state called “block stun.” During this condition, the character is help- 
less so he/she can only block or red parry. The stronger the attack, the 
longer block stun lasts. 


Blocking has two major weaknesses. First, special attacks still inflict 
some damage if blocked (damage is reduced by more than 90%). 
Second, throws cannot be blocked. Knowing when to block is key to tak- 
ing less damage in tight situations. Learn to watch for overheads and 
throw attempts while blocking low to reduce the overall damage taken 
when opponents are close. 


PARRY 


Parrying is a new technique introduced in Street Fighter Ill. It is an 
offensive maneuver that nullifies an attack and provides o brief period 
of time to counter opponents before they recover from their move. 
Many mid-level attacks can be parried either high or low. The controller 
must come from the neutral position before inputting the parry com- 
mand. You cannot mash in a direction, trying to parry all the time. The 
controller must return fo neutral and stay there for a fraction of a sec- 
ond before you can attempt another parry. 


You take no damage from parrying an attack. You get frame advantage 
to hit opponents while they ore cought in the recovery of their move. 
The weaker the attack, the more frame advantage you have before 
they start to recover. The parry input must be done a split second before 
their move is going to hit your fighter. 


Parrying is a high risk, high gain maneuver. There are low and high 
attacks on the ground, and you can only attempt a parry in one direc- 
tion at a time. If you guess correctly ond parry an opponent's attack, 
you have the opportunity to land a big combo. However, if you guess 
wrong, your character will take damage from their attack, which could 
lead to a big combo. Parrying is a tactic that can change the momentum 
of a match in a big way. Use it strategically; sometimes the risk is worth 
the reward, Sometimes, however, it’s better just to block. Consider the 
consequences before attempting a parry. 


You can also parry while in the air. Any parry that occurs when either fight- 
er isin the air resets the trip quard. An tempted parry in the air that does 
nothing because your opponent did not attack does not affect trip guard. 


Street Fighter 3rd Strike also introduces red parries. A red parry is a parry 
that comes from a block stun. Red parties are possible because Stree? 
Fighter 3rd Strike does not have absolute guard. In most other SF games, 
when you block a combo, even if you release the joystick after the first hit, 
the rest of the combo hits are blocked automatically. However, in Street 
Fighter 3rd Strike, if you release the joystick your character will start to get 
hit. The absence of absolute quard creates the option to stop blocking in the 
middle of « combo. The only options af this point are to either get hit by 
the next combo hit, or interrupt the opponent’s combo with a red parry. 
While blocking, wait for a space between the hits of the atfack string, then 
return the stick to neutral, then input a parry in the proper direction before 
the next hit. When timed correctly, your character will stop blocking and 
flash red as you parry the next hit that you normally would have blocked. 
Red parrying is useful for parrying multi-hit moves, or for attack sequences 
in which you are fairly confident you know what will come next. 


_ can back out of throw range to make it impossible to land, Throws will 


























THROW 
| 


Pressing LP + LK next to an opponent makes your character execute a 
throw, inflicting o decent amount of damage and stun damage. Throws 
cannot be blocked, making them ideal to use against blocking oppo- 
nents. Normal throws are very fast, coming out in three frames, so they 
can sometimes seem unbeatable at certain ranges. 


There ore a variety of ways to counter throws. “Teching” the throw is 
one option. Another simple way to offset a throw is to jump straight up 
just as an opponent tries to throw, which should enable you to avoid it 
completely. Throws also cannot offset any normal attack with a three- 
frame start up. If a normal attack and a throw come out at the exact 
same time, a normal attack always wins. 


Also remember that most throws don't have greaf range, meaning you 


also never defeat meaty attacks on woke up, or most moves with invin- 
cibility, Regardless, throws are a mojor part of mix up games in Street 
Fighter III. When close to an opponent, mix in a throw when you think 
the opponent will block. Then use attacks when you think your adver- 
sary will attempt to tech a throw attempt. Add them to your close-range 
gameplan and force your opponent to guess. 


TECH THROWS 


When an opponent attempts to throw your fighter, press LP + LK when 
they activate the throw to counter it. The result is that both players 
bounce away from each other and take no damage. 






QUICK RECOVERY 







Quick recovery mokes characters immediately roll backward and stand 
up after they have been knocked down. This is helpful for keeping 
opponents from maneuvering into a potentially dangerous position. 
Your fighter is completely invulnerable during a quick recovery. The 
only weakness in this situation is that many characters can dash through 
an opponent's body during a quick recovery. This enables opponents to 
dash behind your character and attack on wake up, which can be very 
difficult to block. However, only certain characters can do this against a 
very specific set of characters. 













UNIVERSAL OVERHEAD (UOH) =~ 
This is on overhead attack available to each character. These attacks 
come out quickly and are helpful in setting up guessing games. However 
they can leave your fighter susceptible to damage if done too close to am 
opponent. By performing one on wake-up (or from farther away so ® 
hits on a later frame than normal), you kill the recovery and get a si 
nificant amount of frame advantage. This allows for linked super arts er 
other attacks, This is great for woke up mix-up games, since this gives 
your character o potential to cause damage with an overhead. However 
attempting a UOH early enough to get frame advantage makes the ove= 
head more noticeable and easier to block. 


PERSONAL ACTIONS 





























Personal actions are basically character-specific taunts. There are ome 
benefits to performing them, outside of looking cool and boosting 
super meter. 





PERSONAL ACTIONS BREAKDOWN 
AKUMA 


Akuma’s attack power and stun damage increase. 


ALEX 


Alex’s attack power increases. Pressing and holding HP + HK keeps Alex 
in his taunt stance, which builds his attack power to a specific limit. 
Performing the taunt repeatedly builds attack power, maxing out after 
the fourth taunt. 


CHUN-LI 
The bonuses Chun-Li receives depend upon the type of taunt she per- 
forms. Chun-Li has four variations to her taunt: 


When she yawns, Chun-Li's stun gauge recovery rate increas- 
es, This can be stacks up to three times, 


When she cracks her neck, Chun-Li's attack power increases 
for all attacks except for throws. 


When she pats her shoulder, Chun-Li gets a defense increase, 


When she arches forward, Chun-Li gets an attack and defense 
power increase, 


DUDLEY 


Dudley gets an attack power increase while tossing a rose into the air 
that zeroes in his opponent. Dudley will end up holding a rose if addi- 
fional taunt attempts are tried before the first rose disappears from the 
screen. In this case, Dudley still gets an attack increase but no super 
meter increase. 


ELENA 


Elena gets a stun damage increase. The stun damage increase stacks up 
fo a total of four times, 


UNIVERSAL CHARACTER ABILITIES — f GS 


— _— 


This section covers the universal character abilities. 


SPECIAL ATTACKS 


Special attacks range from projectiles to mutli-hit punch attacks that are 
great for combos. Learn each character's special attack commands to 
perform them smoothly and swiftly. 


EX SPECIAL ATTACKS 


These attacks are alternate, upgraded versions of a character's special 
attacks. To perform an EX attack, press two punch or kick buttons 
(depending on the special attack) instead of one. Performing an EX 
move depletes a certain amount of super meter, but it is worth the cost. 
Many EX special attacks are vastly superior to the original. They are so 
much better, in fact, that it’s possible to base some characters (like Ryu) 
entire game around EX special attacks. 


SUPER ARTS 


4) characters have three super arts and you can choose one before each 
round. Super aris have varying super meter sizes and stock amounts. 
Super art selection changes the way any particular character is played, 
so choose the super art that best fits your style of play. 


STUN GAUGE 


There is a second bar under a fighter’s life bar. Each time a fighter gets 
fi, the bar fills slightly. When it fills up, the character falls over and gets 


GILL 


Gill gets an attack power increase. 


HUGO 


Hugo gets an attack power bonus for all attacks except for throws. While 
holding HP + HK, he performs a taunt that increases throw damage. 
Any time a taunt is performed, Hugo gets an additional defense bonus, 
which stacks up to times. 


IBUKI 


Ibuki leaps toward her opponent and, when it connects, she leapfrogs 
over her opponent and gets an attack increase. Ibuki does not receive 
the bonus if the taunt does not hit. 


KEN 


Ken receives an attack power increase for all of his attacks except for 
throws. Kens taunt also hits twice, although the hits do not combo, 


MAKOTO 


Makoto’s taunt has three segments. Taunting once is the first segment 
and holding HP+ HK after the first taunt leads to additional taunts (if 
the buttons are held down long enough). The first taunt hits once for 
minor damage and gives Makoto an attack power and stun gauge 
recovery increase. The second gives Makoto another attack power and 
stun gauge recovery increase. The third tount gives Makoto another 
stun gauge recovery increase. 


NMECRO 


Necro receives an attack power increase for all of his attacks except for 
throws. Hold it down to make Necro continue to flail his tongue. 


ORO 


Oro’s stun gauge is lowered slightly, Hold down the buttons to gradual- 
ly lower his stun gauge. 


upina skh state.” During this time, the fighter is completely vulner- 
able to attacks. When your character is dizzy, wiggle the controller while 
mashing buttons to escape from dizzy state. Learn to keep an eye on 
your character's stun gauge ond defend yourself if it’s high. Experiment 
and determine which combos and attacks cause the most stun damage 
so that you can dizzy opponents when the opportunity arises, 


COMBO SYSTEM 


Combos are a combination of a character's attacks, special attacks, a “ately after t 


super arts strung together to form an inescapable string of ‘attacks, 
Some combos are flexible, safe ways to cause damage in situations 
where an attack is not always guaranteed. Others combos are good for 
when an opponent is completely open to attack, possibly inflicting 
enough damage in one shot to end the round. Learning each character's 
most important combos—and when they are most useful—is on 
important part of being successful in Street Fighter Ill. 


When a character gets hit by an attack that does not knock down, he or 
she goes into a short period of recovery known as hit stun. During this 
time, a character cannot move, attack, or defend until this window of 
recovery ends. It's possible to attack opponents before they leave this 
recovery and the end result is a combo. 


Because the period of time for hit stun is usually short, you can’t simply 
follow attacks one after the other to form a combo. A variety of meth- 
ods exist in creating combos, each of which have different uses. It’s 
important to learn all of these methods fo deal the maximum amount 
of damage while still being safe from attack. 


~~ 





Q 


Q gets a defense bonus for the rest of the round. This bonus stacks up 
to three times. 


REMY 


Increases Remy’s stun damage. Stacks up to four times. 


RYU 


Increases Ryu’s stun gauge recovery rate. Stacks up to three times. 


SEAN 


Sean throws a basketball that zeroes in on his opponent. When it hits, 
Sean gets a stun damage increase, which stacks up to three times. The 
basketball must hit each time for Sean to receive the stun damage 
increase. 


‘TWELVE 


Twelve disappears a limited period of time during his personal action. 
When hit Twelve reappears, blocks an attack, throws his opponent, or per- 
forms a super art. Taunting while invisible also makes Twelve reappear, 


URIEN 


Urien gets an attack power increase, Strangely enough, if the taunt hits 
an opponent, Urien does nof receive the attack power bonus. 


YANG 


Yang gets an attack power increase, but his throws only receive one 
point of increased damage. Yang's taunt also hits opponents. 


YUN 


Yun’s spinning hat can hit on every rotation, He gets a full attack 
increase for all of his special attacks, and a minor increase for throws, 
normal, and special attacks. Hold HP + HK to make Yun continue to spin 
his hat, which gradually increases his overall attack power. Taunting 
eight separate times has the same effect. 
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COMBO TYPES 
CHAIN COMBOS 

















or Ryu. However, typ 

ly consists of a variety of norm 

TARGET COMBOS > 

Target combos are character specific; no two characters have the same i 


target combo. Target combos work in the same manner as chain combos, 
so they are often referred to as farget chains, or simply chain combos. 


Example: Select Ken and stand next to an opponent. Perform a close 
standing MP, then execute o HP just as it hits. When timed correctly, Ken 
should immediately go straight into a standing fierce after the MPshits 
without going into a recovery animation. 


Target combos are specific and only work with a small set of normal 
attacks. Some characters only have one or two chains—others don’t 
have any! 
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LINK COMBOS 


Links are the opposite of chain combos. You are not canceling the recov- 
ery of an attack, instead, the starting attack hits the opponent and 
recovers before the opponent leaves hit stun. This enables you to “link” 
another attack after it. In essence, the recovery from executing the 
attack is shorter than recovering from being hit by it. 


For a link to work, the first hit must have a significant amount of frame 
advantage after it, ond the second attack must come out fast enough to 
hit an opponent while he or she is still in hit stun, The window of time 
to link an attack after another is short. So, since you must wait for the 
first attack to recover before following up, the timing for links is vastly 
different. 


Although difficult to execute, links are useful for one big reason: verifi- 
cation. Because the starting attack must recover completely before you 
can link on attack after if, the recovery of that normal attack can be 
observed. This enables you to decide on whether or not to finish the 
combo. In Street Fighter Ill, this is known as “verification,” which is 
important when it comes to landing specific super arts. 


Example: Ken has a significant amount of frame advantage after his 
crouching strong hits. Although he doesn’t have any normal attacks 
fost enough to take advantage of this, Shippuu-jinrai-kyaku comes out 
fast enough to link into it. Ken’s crouching strong recovery can be 
observed before committing to linking into his super art. If the low 
strong hits, go straight into Shippuu-jinrai-kyaku. If the low strong is 
blocked, there’s no need to do the super art, which leaves Ken wide 
open when blocked. 

The ability to verify attacks before launching another attack keeps your 
combos safe, plus it prevents you from giving opponents any easy open- 
ings. The same idea applies to some chains as well, as chains with mul- 
tiple hits and cancelable endings can be used to verify attacks before 
canceling into a special attack or super art. 


JUGGLES 


Many attacks knock opponents into the air. When this occurs, it’s possi- 
ble to hit an opponent again as he or she falls from these attacks, This 
is what is known as a “juggle.” 


Example: Select Ryu and perform an EX Joudan Sokuto Geri, After 
this attack hits—and just after the opponent bounces off the wall — 
perform a Shoryuken (HP) to juggle your adversary. 

The number of attacks that put opponents into o “juggle state” (and 
sometimes what is available to continue the juggle) are limited. Juggles 
often lead to a large amount of damage. This makes them important for 
combos, because they can be started in a variety of positions —not just 
during a ground-based combo. 


CANCEL 


After specific normal attacks hit, it’s possible to cut off the recovery and 
go straight into a special attack or super art. This is called a “cancel.” 
This is one of the most basic and classic combo types in every Street 
Fighter game. For a cancel to work, you must complete the motion for 
the special attack just as your chosen normal attack hits. When done 


correctly, the normal attack does not finish its recovery, but instead cuts * 


off and goes into the special attack or super art. 


Example: Select Ryu ond perform a low MK and, just as it hits, input 
the command for Hadouken (HP). When done correctly, the crouching 
forward should cancel directly into the Hadouken, resulting in a two- 
hit combo. 

Not all normal attacks are cancelable; some are only cancelable into 
super arts. It's important to know what normals can cancel into a spe- 
cial attack and which special attacks are best suited for canceling. 


SUPER CANCEL 


Some special attacks can be canceled into a super art after they hit. This 
is great for additional damage in combos. It works just like a normal 
cancel: Perform a super cancelable special attack, then input a super art 
as the special attack hits, 


Example: Selec! Makoto and Seichuu-godan-zuki. Position her next to 
the opponent and perform an Oroshi (LP). As the overhead chop con- 
nects, quickly input the super art. The motion must finish for the super 
as the Orochi connects. When done correctly, the overhead chop should 
cancel directly into the super art. 

Although some super cancels can add damage to a combo, some super 
cancels might cause less damage than if you were to cancel directly into 
a super, Super cancels have an interesting property that can help with 
execution. It’s possible to use the motion from a previous special attack 
within the super attack motion. 


Example: Select Ryu and Shinkuu-hadouken, Perform Hadouken 
(HP), then as the Hadouken hits, input # » + HP. When timed cor- 
rectly, the Hadouken should cancel directly into a Shinkuu Hadouken. 
This only works if the special attack you're canceling from and the super 
art you're canceling into have similar input motions, For instances in 
which the motions are not similar, do the full super art command when 
the special attack hits, Still, this shortcut method can be helpful for mak- 
ing a variety of combos easier. 







BUILDING EFFECTIVE COMBOS 


SY NOW THAT YOU KNOW WHATS POS- 
SIBLE, COMBINE All OF THESE ELEMENTS 
AND BUILD COMBOS THAT ARE EFFECTIVE 
FOR GAMEPLAY, SOME COMBOS SHOULD 
BE BUT ON THE BASIS OF FLEXIBILITY, 
WHETHER 17S VERIFIABLE, SAFE IF 
BLOCKED, OR IT CANT BE PARRIED BOTH 
HIGH AND LOW. OTHER COMBOS ARE 
PURELY FOR MAXIMUM DAMAGE OUTPUT, 
17 MAY NOT BE SAFE, BUT IF YOU GET 
AW OPENING 17 WORTH TRYING. NOTE 
THAT THE COMBO THAT CAN CAUSE THE 
MOST DAMAGE PROBABLY DOESNT FIT 
INTO BOTH THE FLEXIBLE AND MOST 
POWERFUL CATEGORIES, 179 IMPORTANT 
70 BUILD MULTIALE COMBOS THAT ARE 
GO0D FOR EVERY SITUATION, 
EXPERIMENT AND HAVE FUN! 
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Advanced Universal Tactics 
HARA CANCELING 


Street Fighter games are lenient on coordinating joystick motions and button presses in order to execute special moves. For example, the command for o Hadouken is + = -» + (any.punch button). However, you do not have 
to press punch and - at the same exact moment. Pressing punch early (at « instead of +), itis still possible to execute a Hadouken. At first, the game registers = + punch, which starts the animation of a crouching punch 
By quickly rolling the controller to -» and finishing the Hadouken’s input, the game engine cancels out the low punch in its early frames. This happens so fast that you may not see the punch come out in front of the Hadouken 
This feature makes executing complex special moves easier. 







However, this feature can be used in another way. If you cancel out a normal attack that moves your character forward in its very first frames, then the special move that cancels out the normal attack will start from: o 
character's new position. Use this cancelling property to move your character forward in order to gain extra range on special attacks. 


ADVANCED APPLICATION 1: KARA THROWING 


You can cancel out any normal attack with a throw because a throw is considered a special attack. Find a move that moves your character forward in its first few frames, then quickly press LP + LK to cancel that move 
execute a throw. 


Here is a list of each character's best kara throw moves: 

AKUMA: + + MP DUDLEY: + + LK IBUKI: MK ORO: MK RYU: + + MP URIEN: NONE 
ALEX: + + HP ELENA: + + MK MAKOTO: LK Q: + + MP SEAN: + + HP YANG: HK 
CHUN LI: MK HUGO: MK NECRO: MP REMY: MP, HK TWELVE: MP YUN: LK 


There is one disadvantage to kara throwing. The start up time for the throw is slightly greater than normal throw. If you are in range for a normal throw attempt, there is no reason to kara throw. Only use kara throws when 
you are outside of normal throw range. 


ADVANCED APPLICATION 2: ADVANCED APPLICATION 3: 
KARA UNIVERSAL OVERHEAD KARA SPECIAL MOVES 


Universal Overhead (UOH) attacks are also considered special moves, so they also make use of kara canceling. Kara canceling can also be used to add range fo certain special moves. The controller motions to achieve this | 
Do a normal attack that moves your character forward, then cancel it out in its first few frames by pressing MP+MK. vary according to each attack. Generally, you input as much of the special command as possible, input the 
normal attack on the second to last controller motion, then kara cancel it with the final contfller input + 
button press. 






Many characters kara cancel with either MP or MK. In order to execute a kara UOH in this cose, you must neg- 
ative edge the button pressed for the kara canceled move. For example, Chun Li's kara cancel is with MK. To 
execute a kara UOH with Chun Li, you must press MK, then negative edge MP + IAK. 


Any characters that require a directional input to execute their kara-canceled move must release the controller 
before pressing MP + MK. For example, for Ryu to kara UOH, he must press -» + MP then reset to neutral, then 
input (negative edge) MP + MK. A UOH can only be executed when the controller is in the neutral position. 


THROW TECH DEFENSE 


There are two ways to defend, or ‘tech’, against being thrown. The first way is if both characters attempt to If you anticipate incorrecily, and your opponent doesn’t try to throw, y 
throw at the same time. In order for this fo happen, both characters must be standing and within their respec- you press LP-+ LK from ». Low jab is generally a fast move, so it's a g 


tive throw ranges. If this happens, both tech the throw and neither player lands a throw. from is usually the safest way to tech throws while simultaneously defending against low attacks. 
7 


The other way to tech a throw is to press LP + LK within the first few frames of being thrown by an opponent. However, this method has one drawback. If you anticipate a throw correctly, and press LP-+ LK from x of the 
This option does not require you fo stand up, which makes your character vulnerable to low attacks. Aso, you same fime that an opponent tries to throw, expect to be thrown. This is because low jab does not execute quick- 
con input the throw tech attempt later than the other method, thus giving you more time to react to any throw ly enough fo beat the throw. (Chun Liis the only exception to this, because her low jab comes out fast enough 


attempts. By using this method, you never need fo stand up to tech a throw again. You can continue to block to beat throws.) In order to tech throws sofely from, you must wait until after being grabbed, then quickly 
low, which is generally safe, and tech after being thrown. press LP + LK. 


CHOSS UP 


A way to hit your opponent from behind, 


JUMPING CROSS UP GROUND CROSS UP 


A jumping attack that hits opponents from behind. Your fighter jumps over their head and hits from behind, A way to cross up on the ground. This is generally done by dashing over fallen opponents as they quick recoy- 
then lands behind them. Crossing up is a great way to confuse an opponent's blocking. er. Many characters have dashes that are considered airborne for a brief period. Use this property to go over 
opponents while they are rolling during their quick recovery. 
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CHARGE PARTITIONING 


Charge Partitioning is the ability to split up the charge times for some special moves. As long as you aren't fully charged, it’s possible to charge a fraction of the total charge time, then move around or do a move quickly, 
before you resume charging. Splitting up the charge into several pieces achieves some interesting results. This technique allows many charge-based characters to move around and remain active while also charging for their 
special moves, This helps out a great deal, because without this technique, most characters are forced to sit back and charge # or + or x while waiting for the charge to complete. With charge partitioning, these fighters can 


actively fight and still manage to build up a charge. 


ADVANCED TECHNIQUE 1: 
BUFFERING 


Buffering is the ideo of carrying over the controller inputs and button presses of one move in the execution of 
another move. This is extremely important for basic combos that involve canceling. For instance, in order to 
do + +MK — super art with Ken, you must cancel the + + MK before a certain point in the move's animo- 
tion, As soon as you input + + MK, immediately begin the doubled QCF motion while the + + IAK is hitting, 
then press P on the second +. 


Buffering is also extremely helpful with the timing of links and late cancels. For instance, Ken can link a 
Shippu-Jinrai-Kyoku ofter a + + MP if it hits. You can do the + + MP. and start to buffer the QCF (x2) during 
the execution of the punch. Time the second QCF motion to coincide with the moment Ken fully recovers from 
+ +MP.If the move hits, press kick to link the super art. If the punch doesn’t hit, don’t press kick. The idea 
is to do the super art motion during the move to prepare for the possible hit and link. This makes doing links 
and late cancels much easier. 


Buffering can also he used for “psychic” moves. For instance, Ken sticks out + + MMK from o distance where if 
normally would whiff. Buffer the QCF (x2) super art motion during the execution of + + MK. As long as the 
move is out of range and whiffs, the super art will not come out if you complete QCF (x2) + K before + + MK 
recovers. If you time it correctly, the super art comes only if the move being done hits an opponent. This allows 
you to set up a ‘psychic’ situation where the super art comes out automatically only on a hit. Position your 
fighter outside of the move's maximum range; do the move and buffer the super art motion. If the opponent 
does anything to run into the move, such as dashing or poking with a low attack, the attack automatically can- 
cels into the super art. This is a good and generally safe way to cancel into super arts via low attacks that are 
too fast to cancel on reaction fo a hit. 


ADVANCED TECHNIQUE 2: 
NEGATIVE EDGE 


It is possible 10 execute special attacks with the negative edge release of a button. For example, to execute a 
Hadouken with a negative edge button release, press punch, then + » - + (release punch). Negative edges 
ore used to simplify complex input commands and make it easier to time a button press for a linked special 
attack or super art. Negative edges go hand and hand with the button drumming technique to make timing a 
link much easier. Also, certain kara cancels can only be done with a negative edge button release. 


ADVANCED TECHNIQUE 3: 
DRUMMING 


Drumming the buttons means pressing all three punch (or kick) buttons in succession. This is very handy when 
trying to get the timing correct for a linked super art, Instead of trying to press one button at the precise, 
required moment, you can drum all three buttons to give yourself more time to hit the button press at the 
proper moment. Drumming all three buttons gives you three chances to hit the button at the right time. You 
can take this o step further and negative edge all of the button presses in series after drumming the buttons. 
For example, if the move you are trying to time correctly is with punch, you press in sequence: LP MP. HP, then 
release LP MP. HP. This technique provides six chances fo score a button press at the proper time. You can start 
early and end late, in effect covering all possible times so that you will get the super art to come out every 
time. This technique is useful for hard-to-time links, such as Ken's Inazuma Kakato Wari linked into Shippu- 
jinrai-kyaku, 


ADVANCED TECHNIQUE 4: 
DOUBLE TAPPING 


Double tapping is a very simple technique. It is done for the same reason as drumming the buttons—to make 
sure you hit the button at the right time. Every time you press a button, press it with one finger, then imme- 
diately use a second finger to press it again really quickly. This gives you two chances to hit the button at the 
proper time to input whatever move you are trying to do. 


ADVANCED APPLICATION: 
SUPER JUMP CANCEL. 


Certain characters can cancel a normal attack into a super jump, and before they leave the ground, cancel the 
first frames of the super jump into a super art. This allows attacks that normally connot be super canceled to 
link into super arts, Also, becouse no special cancel or super cancel is used, there are no damage reduction 
effects from canceling involved in the combo to follow. 


ADUANCED TECHNIQUES 


ADVANCED EXECUTION TECHNIQUES 


There are many controller input and button pressing techniques that you can use fo improve your game play 
and help you to execute some of the advanced techniques easier. 


FRAME ADWANTAGE 


Every attack comes out in a certain number of frames. When the attack connects, it also has a cerfain number 
of frames of recovery before you can move/block/attack again. If you can move before opponents can, then 
the move has what is called frame advantage. If your opponent can move/block/attack before you can, then 
the move has what is called frame disadvantage. There are two different types of frame advantage: hit advan- 
tage ond blocked advantage. 


Hit advantage is how much frame advantage you have when a move hits opponents. If a move has a large hit 
advantage, then you recover from your move ond are able to attack again while they are still paralyzed from 
the attack you just did. They are said to be in hit stun. This is how links are possible. You recover in time to hit 
opponents with another move before they can block again. The hit advantage is longer for the same move if 
on opponent is crouching when hit. 


There is also hit disadvantage. Some moves allow you to hit opponents where they recover from the hit while 
you are still in the recovery phase of your attack. In these situations, if the disadvantage is long enough, oppo- 
nents can attack you before you finish your move, even though you hit them. 


Blocked advantage is similar to hit advantage. You recover from your attack while the opponent is still in block 
stun. You have the advantage to move or attack again while the opponent is immobilized. ae 


Blocked disadvantage is when you attack and an opponent blocks your move, and the recovery of your move 
is slow enough where the opponent recovers before you do. If the blocked disadvantage of your move is long 
enough, your opponent can hit you before you fully recover from your attack. 


HIT CONFIRMATION (HIT VERIFICATION) 


Hit confirmation is a way to eliminate guesswork in your attacks. You only follow up an attack with a special 
move or super art if the first attack connects with a hit. For some attacks, this is impossible because the win- 
dow to cancel the move is too brief. However, other moves can be cancelled late into their recovery, making 
it possible to confirm by sight that the move actually hit, then cancel into a super art, This is even easier 

links because you generally have more time to watch the move and look for a hit before doing the super a 





Verifying a hit is important because your super meter is limited. You don’t want to waste a super art by can- 
celing an attack that is blocked. Also, many super arts are vulnerable if they are blocked, so it’s too risky to 
guess. Whenever possible, always try to verify that your move has hit before you proceed to your next attack 
in the desired combo. The most common ways to hit confirm an attack hefore doing a super art are with chain- 
able moves, late cancels, links, cancelable target chains, and meaty attacks. 


Is also possible to confirm that your attack will hit based on the action of opponents, If you see an opponent 
stick out a move that's slow to recover, you can hit quick enough to know that it will hit before the opponent 
can block. In this situation, it's safe to immediately cancel into a super art, even off of moves that normally 
can't be verified. Another situation that often comes up is a throw whiff. If you see a character attempt a throw 
that whiffs, you have enough time to punish it. After the initial hit, cancel info a super art immediately. 


GUESSING GAMES, MIND GAMES 


Many situations come up where there is no way to know what is going to happen. You must guess to get it 
right. Many of these situations have two possible choices, so they are known as 50/50 situations. Examples of 
these are blocking (high or low), parrying (high or low), throwing (throw or no throw), wakeup move (hit, or 
whiff). Parrying is the most notorious 50/50 situation in Street Fighter Ill: 3! Strike. However, there is more 
involved in parrying than just high or low. Throws and hesitation moves combat parrying, os well, so it’s bet- 
ter to refer to it as a rock, paper, scissors mind game. 


\t is generally in your favor to get opponents into these guessing game situations and force them to make a 
choice. They can't always guess correctly, so pressure them in this manner, especially when there are more 
than two options. The best 50/50 situations are the ones where you force opponents to choose between block- 


HOW TO READ CHARACTER MOVE DATA 


START UP 
BE [rarer (uv 


START UP # 


The number of frames from the beginning of the attack onima- 
tion until the affack actually hits. The lower the number, the 
faster the attack. 


START UP # 


ihe attack. 


BLOCKED ADVANTAGE, HIT STANDING 
ADVANTAGE, HIT CROUCHING ADVANTAGE 


The frame advantage or disadvantage for the different outcomes 
of an attack. Ifa D is listed, then the attack knocks down. 


GUARD H/L 


The ability fo block an attack High (with +), Low (with ») or 
either. 


PARRY H/L 


The ability to parry on attack High (with +), Low (with +) or 
either. 


CHAIN INTO SELF (CS) 
SPECIAL CANCELABLE (SC) 
SUPER ART CANCELABLE (SA) 


White text indicates that it is possible to chain a move into itself, 
cancel into a special attack or cancel into a super art. 





J COSTUMES 








The number of frames from the beginning of the attack anima- 
tion until the attack actually hits. The lower the number, the faster 


BLOCKED ADVANTAGE 


The frame advantage or disadvantage if the attack is blocked. If 
a Dis listed, then the attack knocks down. 





\) THROW FRAME DATA 


SV Alt THROWS USING LP + LK HAVE A 
7WO FRAME START UP, EXCEPT [BUKTS 
ANO ORO'S AIR THROWS, WHICH HAVE A 
SIX FRAME START UP. 


SY THE COSTUME SELECTION INFORMA- 
TION GIVEN ASSUMES THE DEFAULT CON - 
TROLLER SETTINGS ARE BEING USED, 








\J COMBO DAMAGE 


SV 7HE DAMAGE DATA FOR COMBOS WAS 
ACQUIRED AGAINST A STANDING RYU, 
YMLESS THE COMBO SPECIFIES OTHER- 
WISE, SINCE CHARACTERS TAKE DAMAGE 
AT DIFFERENT RATES, THE VALUES PRE- 
SENTED IN THIS GUIDE SHOULD BE USED 
FOR COMPARISON PURPOSES ONLY. 





ing left or right (or up or down). Examples of this are ambiguous cross ups. If they guess wrong, you lane = 
big combo. If they guess right, they block, but you are still safe. So, its ideal to try to create as many of these 
safe 50/50 situations as you possibly can. Consider it free damage 50% of the time. 


Wakeup situations are 50/50 guessing games that come up all the time. The player who scores the knockdawe 
has many options, including attack high / attack low / throw / do nothing / etc. The waking up opponent’: 
options include block low / block high / parry low / parry high / wakeup move / etc. Although some aver- 
head attacks are slow enough to react fo, most other attacks are not. Therefore, the waking up opponent use- 
ally must guess what opponents will do, then decide what is the best option. The opponent pressuring the wak- 
ing up opponent has the advantage in this situation because of the ability to attack first. 


FOOT GAMES (FOOTSIES) 


Foot games, or footsies, are a big port of many characters’ offense. Footsies involve low kick attacks between. 

two players on the ground. It is a step up from merely poking. You are essentially trying to invite an atiock = 
then punish it. This is usually done by staying just outside of the maximum poke range of an opponent. Walk 
back and forth, making it look like you are vulnerable ond in range for an attack, trying 1o draw out an attack. 

Ifthe attack whiffs, quickly hit them during the recovery of their move. Some characters can base their entire 
strategy on just foot games. Those characters usually have a super art that can combo easily from their longest 

low poke. Make it hard for opponents to get near you, and hover outside of their range. Get opponents 10. a 
flinch, thinking you are about to use an attack that is vulnerable, but you should actualliy do a poke that 

recovers quickly. Foot games are very effective against impatient opponents, and they do not need to be com- 

plex to garner large rewards. 
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tu oeP Gohadouken | 


Zugai Hasatsu 


Sa 4 


START UP # 


The number of frames from the beginning of the attack animation Re 
until the attack actually hits. The four numbers represent Light attack, 
Medium attack, Hard atfack and EX attack (Where applicable). 


BLOCKED ADVANTAGE 


The frame advantage or disadvantage if the attack is blocked: If 
a Dis listed, then the attack knocks down. 
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NORMAL MOVES 


STANDING 


Outside of + + LK range, MK is 
Akuma’s. best poke... His foot 
extends out and goes over most 
low attacks, yet it has a wide 
enough hitbox to hit most charac- 
ters as they attempt an attack. 
Use this to beat other characters’ iia 
pokes, ne 
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HK covers o wide hit area. Use it 
from long range to catch lorge |g 1 


characters at the beginning of = . 
jumps, or use it as a universal 
(AS \qiay 


anti-air, Effective at almost any 
time, stick this out to. confuse 
parry attempts. 
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YH + MDS 


STANDING CLOSE 


Close MP is a good poke. Akuma 
has frame advantage off of it, so 
it’s good for tick throw setups and 
other mix-ups. For example, 
after a blocked MP. hesitate, then 
walk up and repeat, or use + + 
LK twice. The trick is to make it 
look like a throw attempt, which 
should lead to an opening. MP 
links to Messatsu-Goushouryu, 
and is the only verifiable high 
attack into it. 


In close MK hits high, so mix it in 
versus would-be low parriers. It 


easily links into Messatsu- * 


Govhadou. 


dH + HW + dl 


+ + LK hos many uses. It’s 
quick poke, ideal for tick throw 
setups and mind games. After a 
blocked + + LK, there ore a few 
options: throw, hesitate and + + 
LK twice to follow up, dash back 
and punish an incorrect reaction, 
etc. It chains into itself, so combo 
+ + LK (x2) into any standard 
Super art. 


Akumo's best poke for mid-range 
distance fighting is + + MK. 
Combo it into * Messatsu- 
Gouhadou from long range to 
punish whiffs or to apply pres- 
sure. While good from a distance, 
up close it can be countered by a 
few super arts because of its 
blocked frame disadvantage. 


Good for punishing whiffed nor- 
mals when you don’t have a 
super meter, + + HK comes out 
fast and knocks down. However, 
it has a terrible recovery, and is 
vulnerable to combos if blocked 
close, and some super arts from 
further away. Don't use it unless 
you know it will connect. 
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JUMPING 








SPECIAL MOVES 
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+ + HK Vertical Roundhouse 


STARTUP (6 Jf 
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++ HP Vertical Fierce 
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tu /etesPP/KK Ashura Senkuu 





+42<+K(olsoinair) Totsumaki Zonkuuk: 








TMK Vertical Forward 
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(— \(— }{— Es 





In air, +x + +P Zanku Hadouken 

















+xteedP Shakunestu Hadouken 





Shokunetsu Hadoken travels slowly and hits multiple 
mes. The button used affects the speed at which it 
savels and the number of hits. With a heavy start u 

and recovery, the uses for this attack ore limited. 
Kore a knock down and throw a meaty Shakunetsu 
Hadouken from semi close range. Your opponent has 
sa choice but to try to parry. IF the parry is succesful 
super cancel into Shungokusatsu, which grabs out of 
He parry stance, 








An all purpose defensive attack, Gou Shoutryken has 
a small window of invulnerability ot start up, mean- 
ing in wake up or anti-air situations it has the ability 
to consistently beat an opponent's attack. It hits mul- 
tiple times, making it especially irritating to parry in 
anti-sir situations. It’s also an important combo 
option, specifically because it juggles off LK or MK 
Totsumaki Zonkuukyaku for heavy damage. 




















> + % makes Akuma teleport forward, while + + 
# makes Akuma travel backwards. PPP makes 
Akuma travel further than KKK. Use Ashura Senkuu 
1o avoid hairy situations where Akuma might get cor- 
nered, or to avoid block damage from a projectile 
super art. Although Akuma will pass through a char- 
acter and most attacks, he is vulnerable to certain 
super arts. 


Use this move in combos that inflict heavy damage. 
LK and MK versions put opponents into a juggle state, 
leaving them open to Gou Shouryuken or a super art 
to tack on damage at the end of it. Unfortunately, this 
move is extremely unsafe if blocked, meaning there 
are few (if any) consistent and/or safe ways to land 
this move. Good in punishment situations or off of 
successful option select parties. The aerial version of 
this move can be used to cross someone up. 
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Hyakki Shuu 





Hyakki Gouzen can be tricky to block in o few limited sit- 
uations if opponents are worried about getting hit by 
Hyokki Goushou. If this move is blocked, expect trouble. 


The button used determines how far Akuma travels. 
During the jump, there are several options: 


During Hyakki Shuu, P: During H oki Shuu, K Hyakki Goujin 








Hyakki Goushou 








A leaping overhead punch with heavy recovery. Mix 
up with Hyakki Gouzan to increase effectiveness. locke 





During Hyakki Shuu, LP + LK when directly = ee 
on fop of opponent Hyakki Gousai = ee Ss 








A nice throw added to the mix of other attacks off of 


Hyakku Shuv. 135 








SUPER ARTS 
SUPER ART | 








Messatsu-Goushouryy inflicts impressive 
damage when comboed with a super can- 
cel. Verify it with + + LK (x2), or MK link. 
The downside to this super is its limited 
range. Akuma has a wide range of offen- 
sive options where he is constantly moving. 
If you must concentrate on getting close to 
deal big damage, Akuma loses some other 
offensive pressue tactics. Messatsu- 
Goushouryy does not allow Akuma fo pun- 
ish ground pokes, which is an option with 
Messatsu-Gouhadov. 





Messatsu-Gourasen is Akuma's anti-air super. You can also perform it in 
the air against airborne opponents. Unfortunately, it inflicts less damage 
than his other super arts. It also doesn’t have much use other than as 
anti-air. I's possible to combo into it on the ground, but the only way to 
verify it is off of doubled up + +LK, which means he will be prone to 
down porries. If you have an opening to land + + MK —> Tatsumaki 
Zankuukyaku, you can juggle with the super art, but the damage isn't 
that good, It’s better to finish that combo off with Gou Shouryuken (HP) 
and save the meter for an anti-air opportunity. 


Messatsu-Gouhadou has many uses and does nice damage when comboed without a super cancel. Combo into Messatsu-Gouhadou from + + MK to 
prevent an offensive rush. Use it to punish whiffed moves, or up close, verify a combo into it through doubled up + + LKs, or link hehind a MK. This 
provides both a low and high avenue to land Messatsu-Gouhadou to discourage attempted parties. 


Use Gou Shouryuken > Messatsu-Gouhadou to stop all jump ins. Even if parried, Akuma recovers well before an opponent is done parrying, leav- 
ing the option to attack again (to mess up the parry timing) or teleport away to safety. Finally, counter a jump in with # and MK. If Akuma lands 
first, reset with Messatsu-Gouhadou. 


Tenma-Gouzanku isn’t as useful as the ground variation because you can’t verify it, but it does have uses. If you expect an anti-air counter to a jump 
in, unload Tenman-Gouzanku, which defeats anti-air moves that don’t have a long invulnerability window. !t can also be effective for chip damage 
kills when an opponent only has a few pixels of health left. If parried, dash up and hit low for an almost sure hit. 


SUPER ART MAX 7 
Shungokusatsu is available in all super arts. It requires two full stocks of super meter. Opponents must anticipate 
Perl the super art before you actually do it in order to escape. Use this to your advantage to play mind games; for exam- 
ple, wait for a jump escape attempt from the assumed Shungokusatsu, then attack with an air Tatsumaki 


Zankuukyaku. 
















Shungokusatsu is invincible at start up, so you can use it to pass through projectiles or any attacks from an oppo- 
nent. You can also use Shungokusatsu to punish jump in attempts. As someone jumps in, crouch and input LP (x2). 
At the lost moment possible, finish the Shungokusatsu input to pass through any attack and catch the jumper upon 
londing. An alternate way is to press x instead of + after the second LP. With this method, Akuma remains crouch- 
ing, leaving you more time to input the Shungokusatsu command and catch the opponent's jump in at the last pos- 
sible moment. You can also use this invincibility to pass through ground moves. If you connect a + + MK > 
Tatsumaki Zonkuukyaku (LK); instead of finishing them off with a Shouryuken (HP), hit with HP > Tatsumaki 
Zankuukyaku (LK) to knock them back over. Tatsumaki Zankuukyaku (LK) whiffs, but Akuma lands right next to 
| the opponent. If they attack, Akuma passes through it with a Shungokusatsu. 


Kongouko-kuretsuzan is also available from all three super arts. ts first hit is unparriable, making it ideal for chip 
damage Kills. It’s also a safe wake up move against jump in cross up attempts. Another sure way to land this super 
artis in a reset situation. After a + + MK — Tatsumaki Zankuukyaku (LK) combo, walk up LP to reset, then imme- 
diately Kongouko-kuretsuzan, In an air reset situation, the opponent's only option is to parry, but Kongouko-kuret- 
suzan's first hit is unparriable. Be cautious about using this super art in other situations because Akuma is quite vut- 
nerable to a counter attack if it is blocked. 


An interesting note about this super art: if Akuma taunts once, it does 100% damage to another crouching Akuma 
or a Twelve that is transforming back from an X.C.0.PY. 
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Recommended Super Art: Messatsu-Gouhadou 


Akuma does not have access to EX moves, and all his super arts have two stocks with access to 
both super arts MAX abilities. Therefore, the only thing fo consider is super art usage. In that 
regard, Messatsu-Gouhadou is the dear winner. Akuma mounts an offense from multiple dis- 
ances, so it is best to have a super art that accommodates this style. 


COMBOS YOU NEED TO KNOW 


6 HITS 
TOTAL DAMAGE: 37 
+ +LK, + + LP > forward Tatsumaki Zankuukyaku, Juggle with a strong Gou Shoryuuken. 


One of the few verifiable ways to land damage without a super art. Unfortunately, the combo has many range 
limitotions and doesn’t work versus most crouching opponents. The juggle after the Tatsumaki Zankuukyaku 
is also inconsistant mid-screen. Use with caution. 


5 HITS 

TOTAL DAMAGE: 53 

HP Tatsumaki Zankuukyaku (LK), juggle with a semi late Gou Shoryuuken (HP) 
Simple, high damage, non super art-option. Good for punishment situations. Knocks down. 
6 HITS 

TOTAL DAMAGE: 50 


+ + MK from max distance -> Tatsumaki Zankuukyaku (LK), juggle with a late close LP-> Gou Shouryuken 
(HP) 


Similar to the above combo, hits from further away. 

5 HITS 

TOTAL DAMAGE: 41 

HP —>Tatsumaki Zankuukyaku (LK), juggle with a late close LP > Tatsumaki Zonkuukyaku (HK) 


Less damaging non-super art combo than the above. Good for punishment situations and pushing opponents 
into the corner. Knocks down. 


4 HITS 
TOTAL DAMAGE: 37 
Hyakki Shuu >Hyakki Goujin, land and immediately link a Gou Shouryuken (HP) 


Ensy damage off of a connected dive kick. Verifiable. Knocks down. 
1B PAS 


TOTAL DAMAGE: 59 


Hyakki Shuu > Hyakki Goujin, land, link a close MK > Tatsumaki Zankuukyaku (MK), juggle with a Gou 
Shouryuken (MP) 


Heavy damage off of a successful dive kick hit. Knocks down. 
13 HITS 

TOTAL DAMAGE: 51 

+ +LK, + +LK > Messatsu-Gourasen 


Verifiable way to land Messatsu-Gourasen. Whiffs vs. crouching characters however. Use carefully. Knocks 
down. 


7 HITS 

TOTAL DAMAGE: 64 

Close MK linked into Messatsu-Gouhadou 

Verifiable way to land a super off of a mid-level hit. Knocks down. 
9 HITS 

TOTAL DAMAGE: 57 

4+ +LK, + + LK > Messatsu-Goushouryu 


Verifiable way to land a super art. Flexible, Still fairly close and you have a slight frame advantage to work \ 


with fo start another attack. Knocks down, 
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8 HITS 
TOTAL DAMAGE: 64 
Close MP linked into Messatsu-Goushouryu 


Verifiable way to land Messatsu-Goushouryu with a mid level hit, 


13 HITS 

TOTAL DAMAGE: 74 

Jump in HP land, close HP > Tatsumaki Zankuukyaku (LK), Gou Shouryuken (HP) on the second hit > 
Messatsu-Gouhadou, juggle with an, early Gou Shouryuken (MP) 


High damage jump in using super meter. Good in situations where the damage is guaranteed, whether oppo- 
nents are dizzied or you parry a-slow anti-air, It’s possible to super cancel the Gou Shouryuken (MP) into 
another Messatsu-Gouhadou, then juggle again with another Gou Shouryuken, However, the damage differ- 
ence is minimal and usually not worth the super meter usage. 

16 HITS 

TOTAL DAMAGE: 88 


Jump in HK from a distance, land, HK > Shungokusatsu 





Not exactly useful, but the only way to combo a Shungokusatsu. Massive damage. Knock down. 
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Akuma has multiple offensive abilities to keep pressure on defensive 
opponents, Akuma can control the air and keep on opponent grounded 
through the use of properly timed Zankuu Hadokens. Use them as a 
safe way to jump in on opponents. Jump towards the opponent, then 
execute a Zankuu Hadoken near the end of Akuma's jump to land safe- 
ly, leaving opponents blocking the projectiles. Do not use o Zonkuu 
Hadoken too early in Akuma's jump arc or else opponents can dash 
under him and land a combo. 


Once you get opponents in block stun from the Zankuu Hadokens, you 
goin the advantage, allowing you to walk up and attack first. Akuma’s 
command overhead is a good move in this situation because it is fast 
and most players’ instincts are to block low afer a jump in. After the 
overhead, you're in o good position to MK over any poke they might 
try, or jump straghit up and Zonkuu Hadoken, Mix it up with kara 
throws, + +LK (x2), ond close MK to create super art opportunities, and 
keep opponents guessing. 


Hyakki Shuu is a good way to keep on the offensive pressure. If oppo- 
nents block the kick variation, keep pressuring them when you land. It’s 
possible to cancel the ground moves into another Hyakki Shuu to con- 
tinue the offensive assault. A trick you can use to get in close to execute 
the kick variation a split second before you hit the ground. No move will 
come out and you will land right in front of them. It is very quick and 
gives you the opportunity to land a quick throw or Shungokusatsu. 
Although the Hyakki Shuu can be blocked low, it is sometimes difficult 
to distinguish it from a normal jump, so tke advantage of that fact and 
try + + LK x2 after this Hyakki Shuu trick. 


Zone opponents and keep them out of the air with Zonkuu Hadokens 
and on the ground with + + MK pokes. Punish any whiffed ground 
pokes with + + MK —> Messatsu-Gouhadou. If Akuma is getting pres- 
sured, use an Ashura Senkuu. 


There are many anti-air options available if Akuma is being attacked. 
Gou Shouryuken (HP) > Messatsu-Gouhadou is the safest, although it 
burns super meter. Close LP >Tatsumaki Zankuukyaku (HK) is a good 
maneuver to throw off air parry attempts. Akuma always has the option 
to dash under opponents when they jump. If they commit fo an attack, 
+ + MK combo them. Another fairly safe anti-air is close HP, ond can- 
cel into Ashura Senkuu if they parry to run away from danger. An air 
Totsumaki Zankuukyaku is good for an air to air situation. It’s hard to 
punish if parried, and creates combo opportunities. For style points, hit 
with an anti-air Shungokusatsu when they jump in. 


When Akuma has o guaranteed combo opportunity, go for the biggest 
non-super, meter-burning combo available, Akuma does good damage 
off of normal juggle combos. It’s better to save super meter for situa- 
tions where only a super art can be comboed, such as + + LK (x2) or a 
max range + + MK. 
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WAKEUP GAME 


With Messatsu-Gouhadou and Messatsu-Goushouryu, Akuma has both 
high and low options to verify combo into a super art, which is impor- 
fant to thwart parry attempts. Zugoi Hosatsu is fast and useful if you're 
looking for stun damage. Messatsu-Gouhadou and Messatsu- 
Goushouryu can both be comboed off of a meaty UOH on wakeup. 
Akuma can also combo Totsumaki Zankuukyaku (MK) affer a meaty 
UOH to set up a juggle. Mix in karo throw setups to get people to react 
to 0 possible throw. 


Akuma, as well as the other shotos, have many quick fake out maneu- 
vers available to trick opponents on wake up. For example, whiff a LP 
over their head right before they get up, then immediately throw. This 
makes it look like you're going for something other than o throw, which 
often gets opponents to to block, then eat the throw. Next time on wake 
up, whiff the LP then go low into + + LK (x2) > super art. You can do 
the same sequence with whiffed + + LK into throw, then next time do 
a high move that is verifiable into a super art. Another good tactic is to 
option parry into a throw as they are getting up. Do this right in their 
face; many players expect Akuma to throw from his maximum kara 
throw range. Surprise them with an in-your-face throw. Finally, to total- 
ly fake out opponents, dash back on wake up to bait a throw attempt 
or wake up move, then + + MK combo for big damage and another 
knockdown to repeat the process. 


When Akuma is the one knocked down, he has the traditional wake up 
options, such as a psychic Gou Shouryuken, parrying, or blocking, It is 
also fairly safe to teleport to the other side of the screen. Beware of cer- 
tain super arts that can hit Akuma during the Ashura Senkuu. A wake 
up Totsumaki Zonkuukyoku (MK / HK) beats most normal pokes on 
wake up. If they tick or do any hesitation move, a good counter is a 
quick + + LP + + LK combination. If they block, they get pushed away 
to a sofer distance, IF it hits, finish the combo with Messatsu-Gouhadou. 


ADVANCED SHUNGOKUSATSU 
APPLICATIONS 


Shungokusatsu is the only move in the game that is super cancelable 
from any ground move. This permits many interesting setups. The first 
thing that should be noted is that Shungokusatsu can be comboed off of 
for HK. Normally grab super arts connot be comboed into, but HK puts 
opponents in o turned around state in which it’s possible for the throw 
to hit. A tricky way to pull this off is to stay at almost a dash distance 
away and make it seem like you are going for dash in Shungokusatsu. 
If they were thinking about jumping away, HK hits while they are still 
on the ground, allowing you to combo into Shungokusatsu. 


The fact that you can cancel ANY move leads to more than just combo 
opportunities to land Shungokusatsu. A classic set up is to do a + HK 
from very close range, anticipating it to be blocked. + + HKs from 
Shotos have terrible recovery and con almost always be punished. 
Knowing this, bait a counter, then cancel the recovery of + + HK into a 
Shungokusatsu, and pass right through the attempted poke, This works 
because it’s possible to cancel ony move at any point into 
Shungokusatsu, 


Another move that can take advantage of late canceling is Tenma Kuujin 
Kyaku. Cancel the last recovery frames of the dive kick the moment 
Akuma hits the ground to dive kick on opponents without fear. If they 
parry the kick and try to hit Akuma upon landing, cancel into 
Shungokusatsu and pass through their attack. 


Toking this idea of canceling moves a bit further, Akuma can kara can- 
cel the very first frames of his Zugai Hasatsu (or + + HK) to increase 
the range of Shungokusotsu. With the additional range on the 
Shungokusatsu, AKuma has many more possibilities to land it since he 
doesn’t need to be at point blank range. The command input for this is 
LP LP (-» + MP) LK HP 











 Shungokusatsu. 


You can also mix up the classic shoto tick throw setups into 
Shungokusatsu setups. For example: 


+ + LK, whiffed LP kara Shungokusatsu 
LK, kara Shungokusatsu 
MP. kara Shungokusatsu | 


Akuma also has many setups where he positions himself just outside of 
throw range, then performs a kara Shungokusatsu to make up the extra 
space. If opponents throw out an attack, or blocked an attack, they will 
get hit. 


Here ore a few examples to set this up: 
1. After a blocked Tenma Kuujin Kyaku, dash back, kara Shungokusatsu 


2. Whiff a Tenma Kuyjin Kyaku in front of an opponent, kara 
Shungokusatsu 


3. Whiff Hyakki Goujin from full screen, land, kara Shungokusatsu. You 
must do the kick as late as possible so it doesn’t actually come out. Most 
players expect the kick and stay blocking while Akuma attacks with o 
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Another simple yet effective setup is to dash from further than full dash 
distance, then kara Shungokusatsu to make up the extra range. This 

a good setup to bait an attack and slip past it. Other long range setups 
include Hyokki Goujin and have the opponent block if, Once you land 
dosh ond use a Shungokusatsu. The trick to dash Shungokusatsu is te 
hide the two LP during the dash, then finish the input after the dash has 
completed. This setup works often because most players expect som= 
sort of an attack after the jump in. 


SETUPS 


Ranges setups for UOH > super art 


Against small and medium sized characters: 
(+ +LK, + + MP), UOH > Messatsu-Gouhadou 


Against medium sized characters: 
(+ + LK, dash back), UOH -> Messatsu-Gouhadou 


Against wide characters: 
(+ + LK {<3)), UOH > Messutsu-Gouhadou 


Against Hugo: 
(dose MP. + + MP), UOH > Messatsu-Gouhadou 


Agoinst Oro: 
No setup is required. UOH > Messatsu-Gouhadou 
Messatsu-Goushouryu works at close distance on crouching Oro. 


RESETS: 


Reset 1: After connecting a Tatsumaki Zankuukyaku (LK), close LF 
reset, then Messatsu-Gouhadou (both ground and air variations 
If they parry, Akuma recovers in time to continue attacking while 
are in the air, 









Reset 2: After connecting a Tatsumaki Zankuukyaku (LK), close LF 
reset, then immediately cancel into Kongouko-kuretsuzan. This ® 
quoranteed hit situation because the first hit of Kongouko-kure' 
unparriable. 


Reset 3: In an air-to-air situation, connect jump > + MK so that 
ands before the opponent. As soon as you hit the ground, use M 
Gouhadou. 
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PARRY SETUPS AND TACTICS 


Peer re fishing for damage, and + + LK (x 2) is blocked, an effective 
seers is to ether walk up a step and kara throw, walk up + + LK x 2 
seme oF let the controller go back to neutral, tap +, then hit + + MK 
oe otter. IF your opponent hits a button to try to stop what they think 
+2 Srow, and it’s a low attack (which it often is in that situation), you 
mery the attack, + + MK hits, then you can cancel + + MK into a super 
© = special attack on reaction to the parry. If they don't press any- 
See + + MK comes out to push them away. The key is not to cancel 
Se 2 super art if you don't visually see the parry happen. 


SAVORABLE MATCH UP: HUGO 


Bape is big and slow. Keep him away with Zankuu Hadokens and pres- 
se him. It’s possible to throw Hugo with Hyakki Gosai from mid- 
seen during the upward arc of his jump. It’s hard for Hugo to react to 
Se and he tends to get thrown offen. Even if Hugo gets close, simply 
rt away to safety. Hugo is too slow to keep up with Akuma’s abil- 
> run away. 


OWFAVORABLE MATCH UP: MAKOTO 


Hetoto needs to get in close to do damage, and Akuma is generally 
d at keeping people the right distance away. The reason this match 
fees not go Akuma’s way is because Makoto only needs to hit Akuma 
sce. If Akuma messes up and allows Makoto to dash under an Zonkuu 
Sedoken or successfully parry an attack, it’s all over. If Makoto grabs 
Soma with her Karakusa, it’s a guaranteed stun, which can lead fo an 
sesy 100% combo. 
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Seema must keep Makoto away as best he can in order to win this 
natch. Whenever Makoto is close to Akuma, the only safe offensive 
maneuver is to throw. Sticking out any poke could lead fo a parry into 
+ 100% damage combo. 


















































NORMAL MOVES 







STANDING Job short, STANDING CLOSE se se Shor C 
MP is a good anti-air move and it START UP KS ] Close MK is a good mid level , és 
con 1 eon into ee ecenes [0 jo }) a me to use in ont It con be r 
Smash. It is also a good poke to = i = : lone meaty to make it easier to br 
whiff across screen to build meter sda ( verify a cancel. It is possible to ; 
and hide charges in. Alex's HP cancel off of a hit confirmation 
isn’t the fastest overhead, but it into Boomerang Raid from this bi 
gets the job done. Useful in pr move, although it must be done . 
Alex's wakeup game, although it = quickly. 
has a tendency to trade with START UP (G} > 
> I 
other wakeup moves. fo \ + \ +2 3 
, t 3 
MK is a great ground poke with q 
extremely long range, which a 





goes over most low attacks and 
still hits crouching characters. Use 
this to hit other character's low 
pokes, HK has a slow startup time 
and terrible recovery, but is 
strong and has good priority. Use 
with caution, 
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dH + HW + dl 


dl + HD}S 
dH + 01S 
WH + 404s 


dW + t40iS 


Good for hitting jumping opponents early in their jump. This move is Great for catching opponents early in their jump from mid range and 

also decent against ground opponents. further. Con also be used as a traditional anti-air. In the corner, it 
knocks down and sets up throws. Do not use this attack against an 
opponent on the ground. It whiffs versus most characters. 










START UP 





START UP 


Command grab. Head butt from the front, Sleeper from the back, Very slow and easy to see coming. Too risky. If it hits air-to-air, it can 
which can be mashed for additional damage. After Sleeper Hold, Alex sef up a juggle, but it is hard to time this attack and connect with it. 
can link Boomerang Raid. Vulnerable if it doesn’t hit. 





CROUCHING 


+ + MP is Alex's best low poke, 
wth good priority and decent 
venge. The only drawback is that 
*can be parried high or low. 
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++ HP is a 2 hit tackle move. 
Sreat when used as anti-cir. If it 
ws early for only one hit, juggle 
evh on Air Knee Smash. It can also 
be used to confuse and cross up 
grounded opponents. Use it right 
sext to them to hop to the other 
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a ade and hit them on wakeup. 
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JUMPING 


jumping HP is Alex’s best combo 
sorter. Jumping LP is also a solid 
sption; however, it does not stay 
svt for the entire length of his 
wmp like LK. 


jumping LK stays out for the 
entire length of Alex's jump. Use 
to tick into Power Bombs. 
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THROWS 
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SPECIAL MOVES 
+x>+P ST kesh chop] 








MP and HP put opponents in a furned around state 
that is susceptible to throws. Jab and EX versions (EX 
adds one hit and knocks down) are good for combos 
and pressure after a canceled MK. HP version comes 
out slow, but works best in a guaranteed hit situation 
to set up grabs and combos. 


SEN Ee ENE Spiral .D.T.| 





>xteesP Power Bomb / Back Drop 










Command grab. The stronger the punch button used, 
the more damage done, but the slower the move 
comes out and the greater recovery it has; it alse 
bounces Alex further away from the opponent. If 
done from behind, Alex performs Back Drop. 


a eutk Air Knee Smash | 
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Command grab that hits standing opponents, but not 
crouching opponents, Button pressed determines how 
far Alex jumps. Can be tricky sometimes and has lim- 
ited uses. 


Slash Elbow | 


Charge « + +K 





Button used affects the distance traveled, Jab version 
is virtually unpunishable. Use it often to pressure and 
get in on opponents. EX version comes out extremely 
fast, adds one hit and knocks down, Good for surprise 
attacks and hitting moves in their recovery. Can can- 
cel into Boomerang Raid off of a hit. Be careful, some 
characters can punish a blocked EX Slash Elbow. 
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EX version hits opponents on the ground. Normal 
version hos very limited use. Juggles after an anti-air 
low HP that only hits once. Cancel MP into EX Air 
Knee Smash for a solid anti-air option. EX version is 
also a high priority wake up move. 


Charge + + +K Air Stampede | 





Overhead attack that knocks down. EX version has 
homing property. Button used determines how far 
Alex jumps. Good for mid screen mix ups, it crosses 
up, and is decent as a wakeup move. 











SUPER ARTS 
SUPER ART | 
360 motion +P Hyper Bomb | 


Alex has a small window of invulnerability ot start up of Hyper Bomb 
and he can grab characters through any of their normal moves. The only 
way to connect with Hyper Bomb with 100% certainty is to grab an 
opponent during a move. Grabbing opponents from behind leads to an 
alternate version that inflicts more dam- 
age. Ideal after parries or if you anticipate 
an opponent's attack. Hyper Bomb is too 
slow fo grab characters in any other situa- 
tion. Opponents on the ground can always 
jump away from Hyper Bomb after it is 
activated, as long as they didn’t commit to 
a move beforehand. Hyper Bomb only has 
one stock of meter, so it is not recommend- 
ed for EX usage. 





Recommended Super Art: 
Boomerang Raid 
Boomerang Raid may not have the highest damage potential, 


but it is Alex’s most consistent super art. Hyper Bomb and Stun 
Gun have too many flaws that make them unreliable. 








SUPER ART Il 
tue euteP Boomerang Raid | 


The damage is not that high, but Boomerang Raid gives Alex some much 
needed combo possibilities. Alex can easily verify Boomerang Raid from 
up close from + + LP (x2), or after traveling across the screen with 
Slash Elbow, then canceling if it hits. Alex can also cancel close MK into 
Boomerang Raid on reaction. The timing is 
tough, but it gives Alex a much needed mid 
attack to verify a super art. 


The best feature of Boomerang Raid is its 
two stocks of super meter. Alex’s EX Slash 
} Elbow is a big part of his offense, and hav- 
ing plenty of meter means it’s available 
often. If you plan to use EX moves, 
Boomerang Raid is the super art of choice. 


++LK3>++MK 


Strangely enough, Alex’s only safe combo starting 
off a low attack. 





COMBOS YOU 


3 HITS 

TOTAL DAMAGE: 41 

Close MK > EX Flash Chop 

Basic Alex combo. Does good 
damage ond it’s safe. Knocks 
down. 

7 HITS 

TOTAL DAMAGE: 56 

+ +LP (x2) > Boomerang Raid 
Flexible, verifiable way to land 
Boomerang Raid. Knocks down. 
2 HITS 

TOTAL DAMAGE: 49 

Flash Chop (HP) linked into 
Power Bomb (HP) 


High damage. Good for punish- 
ment situations. Knocks down. 

4 HITS 

TOTAL DAMAGE: 58 

Flash Chop (HP) linked to close 
MK > EX Flash Chop 


Another high damage variation 
off of fierce Flash Chop. 
Punishment situations only. 
Knocks down. 
























SUPER ART Ill 
tu >erxrgP Stun Gun Head Butt | 


If Alex connects with Stun Gun Head Butt, it’s a guaranteed stun, leav- 
ing enough time to do any combo behind it. The button used determines 
the distance Stun Gun travels. It is invulnerable on the way up, but high- 
ly vulnerable on the way down. In fact, every character can jab Alex out 
of Stun Gun Head Butt. It is unlikely that 
this super art will land against a grounded 
-| opponent. {1 can be used in a limited fash- 
ion as anti-cir, although it is not very good 
Hin thot role either. With only one stock of 
super meter, it limits the use of EX moves. 


An interesting note about this super art: 
under very specific circumstances, it can be 
used in combos against juggled mid air oppo- 
nents, but it’s not applicable in a real match. 





++1K>4+HK 
Does not combo, so it has little value. 


NEED TO KNOW 


7 HITS 

TOTAL DAMAGE: 66 

Flash Chop (HP) linked to MK > 
Boomerang Raid 


Heavy damage. Good for punish- 
ment situations when you have a 
super art available. Knocks 
down. ; 

2 HITS 

TOTAL DAMAGE: 40 

Close MP > EX Air Knee Smash 
Great anti-air combo. Knocks 
down. 

3 HITS (CORNER ONLY) 
TOTAL DAMAGE: 54 


Anti-air Flying Cross Chop, land 
then juggle with close MP > EX 
Air Knee Smash 


A hard to set up anti-air combo in 
a corner. Inflicts impressive dam- 
age if it lands. Knocks down. 

6 HITS 

TOTAL DAMAGE: 80 

Flash Chop (HP) > Hyper Bomb 
Only way to combo a Hyper 


Bomb. Massive damage. Knocks 
down. 


7 HITS 

TOTAL DAMAGE: 86 
Flash Chop (HP) > Stun Gus 
Head Butt (LP), dizzies opponent 
follow up with Flash Chop (HPS 
link to Power Bomb (HP) 

































Good way to combo Stun Gur 


Head Butt in punishment situ 
tions. Knocks down. 
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STRATEGY 





Sex has the tools to do well from all ranges (grappler mind games from 
dose range, decent pokes and rushing attacks to fight from a distance), 
sthough he fights best in close. He has a basic, and effective mix up 
with Power Bomb/HP/+ + HK. 


Nex’s Slash Elbow is the perfect move to rush in on opponents. The LP 
version is virtually unpunishable, so use it to pressure constantly. EX 
Slash Elbow is great from longer ranges when you have trouble getting 
a close, and you can use it to punish whiffed attacks. Charge during a 
Slash Elbow to-have the option of an Air Stampede or another Slash 
Hbow as a follow up. 


Mex has trouble getting close to characters with good low pokes. He also 
bas the ability 1o make it hard for opponents to get close to him. Alex’s MK 
goes over most low pokes and has great range. Use + + MP to keep peo- 
ole away. Against players that poke constantly, wait for the recovery of the 
move, then dash in for a kara throw. Alex’s dash is pretty quick, enhanc- 
ing his kara throw ability. After a knock down, start o mix up pattern. 


4 + HP is good as an all purpose anti-air. It hits twice, so you can mix 
up the timing of it to confuse parry attempts. If it hits for only the sec- 
ond hit, juggle with Air Knee Smash. Another solid anti-air option is MP 
> EX Air Knee Smash. This is difficult to parry, and works well with an 
option parry beforehand. 


Against airborne opponents, jumping MK and HK are both good options 
ive to their range. When Alex is jumping on an opponent, HP is great 
fo stort combos off of, provided it connects. Otherwise, jump in with an 
early LP or LK. These moves hit from high up, and act as a nice tick 
throw setup. You can mix it up by landing and doing close MK > Flash 
Chop to mix it up and punish any attempt to tech or counter throw. 


WAKEUP GAME 


Many of Alex's knockdowns cause an opponent to bounce away. Always 
dash forward and stay on top of opponents afterward. A Power Bomb 
on wake up is a good tactic. It knocks down and allows Alex to contin- 
ue to pressure on wake up. This also makes it seem like blocking is not 
safe; many players might choose to jump to escape Power Bomb 
attempts. However, as Alex likes to say, “You can't escape!” Mix it up 
with close MK > EX Flash Chop to punish opponents for not blocking 
when they try to jump. Change it up from time to time with HP and + 
+HK, and you have enough to keep opponents guessing at all times. 


Another viable option to do on wakeup, or after any successful jump in, 
is to jump straight up and use LP on the way down. Use it as a tick and 
Power Bomb when Alex lands. Against taller characters, jump straight 
vp and do HP early enough so that, on ihe way down, they are out of 
hit/block stun and open for a Power Bomb. 


After a mid-screen knockdown or a successful Air Stampede, you can set 
up a tricky wake up situation. Stay as close as possible and hold +. As 
soon as the opponent gets up off the ground, use close MK and imme- 
diately cancel into a Air Stampede (HK), which crosses up. Opponents 
end up in block stun while this happens, so they can't get out of the way 
and must block or parry. If Air Stampede hits, it knocks down, and you 
are in position to charge again and repeat the trick, Mix this up by can- 
celing into an Air Stampede (MK) instead of HK. This version does not 
¢r0ss up, so opponents must actively choose which way to block. As long 
as you keep hitting them, they will keep getting knocked down. 
Continue dropping boofs until they figure out how to block this trick. If 
they've figured it out and are going to block the next time, cancel the 
MK into a Spiral D.D.T. 


When Alex gets knocked down, he has a good answer to opponent's 
wake up tactics: EX Air Stampede. If generally goes through and pun- 
ishes all ground pokes and is fairly fast. It is not completely safe if 
blocked, but it is hard fo react to it in time, so generally do not fear 
doing a wake up Air Stampede. 


ADVANCED TACTIC: 
CHARGE PARTITIONING 


Take advantage of charge partitioning to invent new setups to land Alex's 
Smash Elbow and Air Stampede in situations where it normally couldn't 
happen. The idea of Charge Partitioning is simple, just divide the charge 
time of a move into pieces. Charge for a little bit, do something, then fin- 
ish the charge and execute the move. Here are some examples of how 
you can incorporate charge partitioning into Alex's game: 


Do a Smash Elbow and begin charging. Dash backwards after if hits and 
finish charging during the dosh. When the dash finishes, immediately 
execute an EX Smash Elbow. Opponents often try to poke or dash after 
Alex as he dashes back. Surprise them with a quick EX Smash Elbow. 


Tap down for a split second before jumping, then jump forward with a 
MK to strike an opponent fairly high during the jump. During the jump, 
charge so that when you land, it’s possible to immediately cross up with 
an Air Stampede. This works because most opponents try to hit or throw 
Alex when he lands. This setup works great with Alex's jump LP and LK, 
as well. 


From across the screen, start charging back and do two MP for timing 
purposes, then dash forward and use Smash Elbow with either LP or MP. 
Keep charging so you can dash back and use an EX Smash Elbow. 


‘It’s also possible to charge for an hin Stampede while walking back and ) 


forth, This is extremely useful against zoning characters, such as Ken 
and Chun-li. These characters tend to walk back and forth just outside 
of Alex's longest poke reach. Shadow them and make it seem like 
you're playing into their poke/counter poke game. If they take a step 
forward, you take step back: Ifithey step back, you step forward. With 
each step, tap down for just a second. If you time it right, after three 
taps you should have a full charge to surprise them with an Air 
Stumpede. Cross up and score. knack down, whichis a perfect way to 
get close against defensive players. Most players never expect on Air 
Stampede in this situation because Alex is walking back and forth. 
Usually a charge character stays crouching before a charge move. 


One more setup that can catch people is a close MK, then start charging 
+. Do a UOH and finish the charge. As soon as the UOH whiffs in front 
of the opponent, cross up with an Air Stampede. Upon seeing the UOH, 
most players react with a high block, which usually leads to a whiffed 
UOH. Most opponents reaction fo the whiff is an attack, but by then Alex 
should be on his way in the air, ready to drop his boots on their head. 


SETUPS 
Ranged set ups for UOH — super art 


Against small and medium sized characters: 
(+ + MP), UOH > Boomerang Raid 


Against medium sized characters: 
(+ + LP), UOH > Boomerang Raid 


Against Oro: 
No setup is required. UOH > SA2 works at close distance on 


crouching Oro. 


PARRY SET UPS AND TACTICS 


Alex’s MP EX Air Knee Smash is o great anfi-air that does good de= 
age. To make it even hetfer, option parry forward right before doing the 
MP. If a jumping opponent sticks out an attack, you will parry and count 


et. [Fthey did not attack, you continue on with the anti-air as ie” 
planned. This covers Alex against moves that HP won't beak. . 


Alex's kara throw is + + HP > throw. When executing o kara throw, 
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first tap > a split second before pressing HP. This option parry covers 


Alex in case the opponent tries any mid level attacks. Alex will parry 
first, then continue on and throw. 


GROUND CROSS UPS 


Alex can cross up Necro, Twelve, Hugo in any corner. 


FAVORABLE MATCH UP: SEAN 


Alex can control the tempo of the match against Sean. On the ground 
he can consistently out-range Sean and beat out his low pokes with MK, 
and he can rush in easily with Smash Elbow. Use jumping HP to jump in 
at Sean with little fear. Alex’s jump is fairly fast and low to the ground. 
Sean generally doesn’t have enough time to counter Alex with HK. His 
only anti-air quick enough to beat Alex’s jump in is an EX Dragon 
Smash. If Sean must burn meter for anti-airs, he loses any ability to do 
big damage to Alex on the ground. 


When Alex has Sean cornered on wake up, Sean is in a similar predica- 
ment, needing to burn meter in order to get clear of Alex. Alex should 
be able to control Sean on the ground, Sean will have difficulty jumping 
in due to Alex’s option parry into MP EX Air Knee Smash. 
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ONEAVORABLE shld rots IBUKI 


Alex must ploy defensively against Ibuki, and th 

af all. buki is a momentum character, and 

fo stop her. Expect her attacks against Alex to come f 
ng crossing up, ond dashing th gh Alex. This 


Alex ere with Bonshougeri| | 
Even if Alex is fortunate enough to score a knoe 





art, Ibuki is free to ores with this move all day. 


For Alex to win this match up, he may have to resort to parrying. When 
Ibuki is pressuring with repeated LPs, try to react fo the first jab and 
parry the second one. If she doesn’t jab, chances are she will go low with 
+ +HK. A down parry should still work in that situation. Alex is too slow 
to get out of the way of Ihuki’s jumping assault, so fry to parry all her 
jump-ins and counter. 
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Chun-Li 


NORMAL MOVES 


STANDING 


HP is Chun-Li's main, all-purpous 
poke with ridiculous range and 
damage. It's a fantastic whiff 
punisher and safe if blocked. 


HK is a good offensive poke that 
goes over a variety of low attacks. 
It has good recovery and links into 
a Houyouku-Sen if it hits against 0 
crouching opponent. 






S 


A two-hit slap that’s concelable off both hits. Whiffs against crouching 
characters, and decent in punishment situations where the hit is quar- 
anieed and you want to land a super art behind it. 








Use Sankaku Tobi to get Chun-Li out of corners. When an opponent is 
cornered, do a Yousou Kyaku, then as Chun-Li recovers from the stomp 
mid-oir, bounce off the wall. On the way down, Chun-Li can parry any 
anti-cir attempt, and if the opponent tries to meet her with a low attack, 
hit HK on the way down, or do nothing and just block as Chun-Li lands. 





STANDING CLOSE 


In dose, HK hits hard and cancels 
into a super jump, which is useful 
in a number of ways. If an oppo- 
nent parries the attack and tries to 
throw Chun-Li, she can safely can- 
cel dose HK into a super jump to 
avoid the throw completely. Super 
jump cancelable normals also 
have the ability to cancel into 
super arts in a strange manner: by 
canceling into a super jump, then 
inputting o super art command 
before leaving the ground. This 
must be done quickly in one big 
motion for it to work. Because 
Chun-Li can super jump cancel 
close HK so late into its recovery, 
there is just enough time to verify 
the attack, then super jump cancel 
into a super art if it does hit, giv- 
ing Chun-Li another safe way to 
land a super art, 





A cancelable palm thrust with almost unfair priority. Notorious for 
being able to beat a large assortment of pokes. During foot games, 
use this move to beat anticipated poke attempts. It’s also a good way 
to land a super art in punishment situations. 





The moving version of HK with essentially the same properties. Possible 


to link a Houyouku-Sen afterward if it hits against crouching characters. 





Hit or blocked, Yousou Kyaku allows Chun-Li to recover completely 
after bouncing off of an opponent's head, meaning she can execute 
another jump attack or parry on the woy down. Somewhat limited, 
but has some use in aerial combos. 







































Lunging kick that moves Chun-Li forward. Useful during foot games 
asit rarely whiffs. When blocked, set up option select parries or minor 
guessing games, such as walk up kara throw or Hakkei after recov- 
ering. Used sparingly, it makes a decent addition to her ground game. 
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Slight frame advantage afterward, but it’s possible to link a Houyouk 
Sen offer it hits. Extremely slow, very easy to parry on reaction. 
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Yousou Suitotsu Da sends opponents flying toward the ground if it 
while they are airborne. Has one use inside an awkward anti-air combe 
Do an early anti-oir Yousou Kyaku, juggle with a semi late Youses 
Suitotsu Da before landing, then just as Chun-Li touches down, jug 
with an immediate + + LP. Sets up a ground cross up opportunity. 















CROUCHING 


One of the fastest normal moves in 
the game, + + LP is good defen- 
sively for stopping throw attempts 
ond other mix up patterns, 


+ + IAK is the main opening for 
landing a super art. It possesses 
passable range, and recovers 
quickly (for a medium strength 
attack), making it difficult: to 
punish. It serves as a good whiff 
punisher, although Chun-Li must 
be close to do so. It also cancels 
into special attacks and super arts 
affer it hits much later than most 
normal attacks; late enough that 
it’s possible to verify the move 
before starting the super art. 





+ + HK has a wide hit box and 
con be used to beat a variety of 
normals from a distance. Decent 
anti-air in limited situations. 
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SPECIAL MOVES 
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Button strength determines how for the projectile 
travels and how fast it recovers, HP version has lim- 
ited uses in simple combos like Hakkei > Kikouken 
(HP). However, it is not safe versus fast super arts if 
it hits or misses. EX version recovers slowly, but tray- 
els at a slow speed with no range / damage deduc- 
tion. Use as a shield for Chun-Li to dash behind it to 
get in close on opponents. Still, it remains a risky 
move to do in general, and isn’t important to Chun- 
Li’s ground game, 





Top K rapidly 


Hyokurefsu Kyaku ! 












Perform it meaty on wake up to inflict block damage 
if on opponent is pixels away from death. EX version 
does more damage and knocks down. If is possible to 
link Houyouku-Sen after the LK version if the oppo- 
nent is standing, but the damage the super art does 
is greatly diminished. 


Charge + + +K 


- Spinning Bird Kick l 








Aslow command overhead that can be canceled into 
behind normals. The EX version comes out slower, but 
knocks down and cannot be quick recovered. It’s risky 
due to being somewhat easy to parry on reaction. 


COSTUMES 
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Possesses some limited use in combos. + + HP > 
Spinning Bird Kick (MK) is Chun-Li's most damaging 
non super art combo, However, this move whiffs 
against crouching characters, making it completely 
unsafe, Save if for punishment situations. The EX ver- 
sion does more damage, knocks down, ond hits 
crouching oponents. Ii also functions as wake up 
because if has some invincibility and has limited use 
in basic combos, although still not safe if blocked’"Use 
with caution. 
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SUPER ARTS 
SUPER ART | 
desteesP ikaw Shou] 


Kikou-Shou is one of the fastest super arts in the game. With a single 
frame start up, it is one of the only super arts that can hit the recovery 
of Dudley's Dart Shot, and is the only super art that can hit Ken after 
blocked MP > HP target combo. Kikou-Shou links after all her impor- 
tant moves: Hakkei, HP + + HP for HK, 
and towards + MK. She can also hit confirm 
it off of late cancels from: + + MK, MP. and 
super jump canceled close HK. Almost any 
hit from Chun-Li can lead to a super. Kikou- 
Shou is also a solid anti air option. At 20 
hits, it is unlikely that every hit will be par- 
ried. 


Although it combos so easily, Kikou-Shou 
does less damage the further away it hits. 
This is not good because most of Chun-Li's 
game revolves around keeping people at a distance with her high pri- 
ority pokes. Also, with only one meter of super stocked, Chun-Li will be 
struggling to do damage after she uses her super. 








Recommended Super Art: Houyouku-Sen 

Houyouku-Sen is so good that there is really no reason to consider her other super arts. Her abil- 
ity to control the fight on the ground is unmatched by her other two super arts. While Chun-Li 
lacks a solid anti-air with Houyouku-Sen, the way it dominates it on the ground more than justi- 
fies selecting it. With two levels of super meter, one + + MK hit can potentially lead to a double 


super combination, almost ensuring victory that round. 








SUPER ART II 
deebessk  Howyouku-Sen] 


Houyouku-Sen paired with + + MK is the sole reason why Chun-Li is a 
dominant force in Street Fighter Ill: 3rd Strike. Houyouku-Sen is fast, 
powerful, has two stocks of super meter, and combos nearly as easily as 
Kikou-Shov. It’s possible to verify Houyouku-Sen from late cancels of + 
+ MK, MP and Hakkei, as well as super 
jump canceling it from close HK. It links 
easily from HK and Tenshin Shuukyakku. 
Almost any hit can lead to a super art, and 
even at maximum poke range, Hovyouku- 
Sen hits for full damage. Most opponents 
are reluctant to attack Chun-Li from close 
range. Use this to your advantage to inflict 
damage off of kara throws. 





Houyouku-Sen is invincible versus certain 
moves at start up and travels a significant- 
ly long distance on its first hit. Use it to pass through projectiles and hit 
opponents while they are stuck in recovery. It allows Chun-Li to punish 
whiffs from half a screen away, and punish many moves when blocked. 


The last hit of Houyouku-Sen is super jump cancelable, allowing Chun- 
Li to jump in the air and juggle for two additional hits, then use these 
hits to gain position over a grounded opponent, or reset them and go 
for an ambiguous ground cross up situation mid screen, 


x /* HP > HP 


COMBOS YOU NEED TO KNOW 


6 HITS 
TOTAL DAMAGE: 42 
+ + HP > EX Spinning Bird Kick 


Good for punishment situations. 
Knocks down. 


20 HITS 
TOTAL DAMAGE: 67 


+ + MK > Houyouku-Sen, 
super jump cancel the last hit and 
juggle with HP > HP 


Does a ridiculous amount of dam- 
age and leads to the high/low set 
up of your choice after the air 
chain in the corner. 


20 HITS 
TOTAL DAMAGE: 66 


Close HK, super jump cancel > 
Houyouku-Sen, super jump can- 
cel the last hit and juggle with HP 
> HP 


Does a ridiculous amount of 
damage and leads to the 
high/low set up of your choice 
after the air chain in the corner. 


SUPER ART III 
decbeeek Tome Ro) 


Tensei-Ranka gives Chun-Li a good anti-air move. It has three stocks of 
super meter, so it can be used often, However, anti-air is essentially its 
only use. There's no potential for high damage combos on the ground 
with Tensei-Ranka, Chun-Li's EX special attacks are lacking, so there is 
little reason to select this super art and ifs 





TARGET COMBOS 


Passable in air-to-air situations and for juggles after 


Houyouku-Sen. Use it to build super meter by 
jumping backward and whiffing the HPs. 





20 HITS 
TOTAL DAMAGE: 72 


CROUCHING OPPONENTS 
ONLY 


HK linked into Houyouku-Sen, 
super jump cancel the last hit and 
juggle with HP > HP 


Verificble. HK goes over an 
assortment of low attacks, mak- 
ing this a good way to land a 
super art if it hits. Does massive 
damage and leads to the 
high/low set up of your choice 
after the air chain in the corner. 


21 HITS 
TOTAL DAMAGE: 58 


Close HK, super jump cancel > 
Kikou-Shou 


Verfiable and inflicts decent dam: 


age. Knocks down, 


21 HITS 
TOTAL DAMAGE: 57 
+ +MK > Kikou-Shou 


three stocks of super meter. 


3 HITS 
TOTAL DAMAGE: 24 


Anti-air Yousou Kyaku, jugge 
with a semi-late Yousou Suitot 
Da before landing; immediate 

upon touching the ground, juge 

with + + LP. 


Setting up an opponent fo get 
by this combo is tricky. After 
+ + LP juggle, dash to the o 
side of the opponent just bef 
the flip recovery for a confuse 
side switch trick. It’s possible 
dictate which side Chun-Li ¢ 
on by dashing forward ot diffs 
ent times: earlier to get bebi 
and later fo stay on front. 
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Gun-Li’s strategy is to control the ground. With Houyouku-Sen, she is 
he dominant zoning fighter. She outranges and outpokes almost every 
sther character. Anytime she has a single stock of super meter, she 
becomes a scary opponent. Any hit can combo into a super art, leading 
‘ean opponent's life bar being halved. Concentrate on landing + + MK. 
+ + MK > Houyouku-Sen is the only combo Chun-Li needs. Everything 
ase is style points (which aren't tallied by the game). HK goes over all 
ow pokes and links into super arts. Close HK provides an up-close mid 
stiack that verifies into a super art. Hakkei and MP beat out almost 
every other ground move, and cancel into super art on reaction. All of 
these moves’ ability to combo into Houyouku-Sen make Chun-Li's 
sound game nearly unbeatable. 

+ + MK is especially important; it's fast, has a great reach, and is prac- 
Scally unpunishable. It’s possible to cancel + + MK into Houyouku-Sen 
a ony point in the move, even into the very last recovery frames. This 
wxury of time and ability to verify deeply into the move makes Chun- 
U absolutely deadly. Keep opponents at bay by zoning with + + MK. If 
snyone gets close, they are instnatly at risk of + + MK > super art. 
Position Chun-Li just outside of her opponent's longest low poke range. 
Do whatever it tokes to bait an attack, then quickly + + MK > super 
st the recovering limb. This strategy is so frustrating to play against, it 
wien causes other players to go on the defensive, or resort to unsafe 
tactics to beat Chun-Li. Against slower characters, stay well out of range 
ond buffer super art motions while using Hakkei or + + HP. 

© an opponent starts playing defensively, start kara throwing repeatedly. 
Swn-Li’s kara throw range is outside the reach of most fast pokes. At her 
soximum kara throw range, she is safe from most forms of verifiable 
seunter attack. Opponents are forced to guess whether a throw is coming. 
j order to tech a throw, opponents must either stand up and throw, or 
‘efion select and commit to + + LP. Performing either of these in antic 
sation of a throw leaves them open to + + MK, and Houyouku-Sen. 
When Chun-Liis less of a threat when she doesn’t have any super meter 
socked. She has no high damaging combos or means to punish whiffs in 
e big way. Play a similar game plan by staying out of range, zoning with 
+ +MK and Hakkei, and punishing whiffs from long range with HP until 
tbe builds up a super meter stock. Another option is to keep away and 
build meter before attacking. Whiffing Hakkei builds meter quickly, and 
stops dashes and rush down pokes at the same time. If an opponent gets 
ese, use jump HP > HP. Jumping back and forth and using this chain 
a good way to control space if Chun-Li’s super meter is empty. 
Backing into corners can be turned to your advantage when trying to 
say keep away. Super jump toward the wall and use Sankaku Tobi to 
set clear of pursuing opponents, or use Yousou Kyaku if the opportuni- 
% presents itself. If the Yousou Kyaku is blocked, Chun-Li bounces off 
end continues in her original direction. Once Yousou Kyaku connects (by 
Packing, hitting, of being parried), Chun-Li's jump state is reset, allow- 
a another move, attempt to hit, or air parry any counter attack. With 
= least one full meter available, there is no need to run away anymore. 
Sey on the ground and start up with + + MKs. As soon as one connects, 
ssicel into Houyouku-Sen. Then concentrate on building up meter again. 
Sun-Lilacks a solid, all-purpose anti-air move, but she has ways to deal 
wth incoming attackers. Chun-Li walks quickly, allowing her to walk 
seder most cross up attempts. Use + + MK or close HK to punish them 


upon landing. If you feel confident that they will not attack in the air, 
hit them out of the air with stand jab. As they flip over and land, dash 
under them for a sneaky cross up. If you possess quick reflexes, jump 
and meet opponents in the air with either HP > HP or air throw. 
Another great air option for players with quick reflexes is to super jump 
toward opponents and use Yousou Kyaku. If it hits, juggle with Yousou 
Suitotsu Da, land, and juggle with + + LP for a reset. From there, dash 
under for a ground cross up. 


WAKEUP GAME 


Chun-Li is deadly staying at her maximum kara throw range or moving 
close to a woking opponent,. From close up, throwing is always an 
option. Most players expect Chun-Li to throw from for away, so an in- 
your-face throw is always a surprise. A tick throw with + + Lis a good 
option. + + LK has frame advantage, so Chun-Li is able fo atfack again 
before they can hit her. The two best options off of a + + LK tick are + 
+MK, and close HK. + + MK con't be parried high. If it hits, cancel into 
Houyouku-Sen. Close HK can't be parried low. Super jump cancel on 
reaction and cancel into Houyouku-Sen. If either option is blocked, 
Chun-Liis still in a good, close range fo walk up and kara throw, or get 
into position for a UOH > super art. At this distance, opponents may 
try to attack. This is a good time to go for a HK over their poke. Ifit hits, 
link into super art. 

When getting off the ground, Chun-Li has a great wakeup move. EX 
Spinning Bird Kick goes through all low attacks, and can be used from 
up close, or from a short distance away. It also has the property of suck- 
ing in opponents. Don’t rely on it solely; certain high attacks beat it and 
it’s vulnerable if blocked. + + LP is great in wake up situations. It is the 
fastest normal move ond cleanly defeats any move or throw attempt, If 
parried, immediately cancel into EX Spinning Bird Kick. Close HK is 
another good move in close situations. It comes out reasonably fast and 
has high priority. Use if to beat throws and low parry attempts (of the 
anticipated + + LP). If if hits, super jump cancel, then cancel into 
Houyouku-Sen. If the oppponent parries, super jump cancel into the air 
fo escape any throw attempt. 


SETUPS 


Double Houyouku-Sen Tricks: The last hit of Houyouku-Sen is super 
jump cancelable. There are many ways to set up opponents for an 
ambiguous cross up, or high/low situation that's difficult to react to 
properly. This is the perfect position to land a second Houyouku-Sen. 
Landing one Houyouku-Sen can generally lead to a second super art 
about half of the time. 

Setup 1: (Against everyone in the corner). After the super jump cancel, 
HP — HP early in the jump so only the first HP hits, leading opponent 
to flip back and recover, While the screen stays concentrated on the 
recovering character, Chun-Li lands off-screen. Immediately UOH upon 
landing. It should be a perfectly timed meaty UOH that links another 
Houyouku-Sen. It is hard to react to because Chun-Li is off-screen while 
starting the UOH. 

Setup 2: (Against most characters mid screen). After the super jump can- 
cel, jump LK to cause the opponent fo flip back and recover. Chun-Li 
lands off screen. Walk forward while the opponent falls back to the 
ground. Walk under the moment the opponent lands, setting up a 
ground cross up situation, Hesitating just a little bit allows you to uncross 
up. This is o difficult situation for opponents because they can't see 
where Chun-Li is until they land. HK as they land to provide enough time 
to verify super jump cancel, then cancel into another Houyouku-Sen. To 
make this even trickier, use + + MK. Chun-Li's crouching animation is 
low fo the ground. The falling player won't be able to see which side 
Chun-Li is on until they are hit. 

Setup 3: (Against most characters mid screen). After the super jump can- 
cel, jump MP to cause the opponent to flip back and recover. 
Immediately UOH when Chun-Li lands. It should be perfectly meaty to 
link into cnother Houyouku-Sen, 

Setup 4: (Against small characters mid screen). After the super jump can- 
cel, Yousou Suifoisu Da to knock opponents down on the ground. Quickly 
dash up and UOH over their bodies as they are getting up for a ground 
cross up opportunity. Close HK immediately, super jump cancel, then can- 
cel into super art if that hits. To increase confusion, change up the timing 
of the dash or UOH or how much you walk forward or backwards. 


Setup 5: (Against Chun-Li mid screen). After the super jump cance. 
Yousou Kyaku, jump LK, land and dash under the falling Chun-Li, close 
HK, super jump cancel, then cancel into Houyouku-Sen on a hit. 


Setup 6: (Against Chun-Li in the corner). After the super jump cancel 
Yousou Kyoku, jump LK, land, and immediately UOH. Link Houyouku- 
Sen or a low poke. 


RANGES SETUPS FOR UOH > SUPER ART 


Against small, medium, and wide characters: 
(+ +LK, + + HK), UOH > Houyouku-Sen 


Against medium sized characters: 
(+ +LK, close HK), UOH > Houyouku-Sen 
(+ +LK, cose HK, + + MK), UOH > Houyouku-Sen 


Against Oro: 
No setup is required. UOH = works at close distance on crouching Oro. 


RESETS 


Reset 1: In an air-to-air situation, hit the other airborne opponent with 


Yousou Kyaku, then immediately Yousou Suifofsu Da to juggle. Land 
and juggle with + +LP to reset. Dash under to cross up just as the oppo- 
nent lands. 


PARRY SET UPS AND TACTICS 


Chun-Li doesn't have a perfect anti-air move, so mixing in option select 
parties helps deal with jump-ins. As jumping opponents get near, tap +, 
then LP a split second later. Timed properly, and the opponent attacked, 
Chun-Li parried, then hit with LP. LP recovers quickly, so Chun-Li is not 
in very much danger. 


Chun-Li can cross up Twelve, Alex, Dudley, Necro, Hugo, and Urien in 
any corner. 


FAVORABLE MATCH UP: KEN 


Chun-Li is the only character that can shut down Ken. Chun-Li's pokes 
are quicker and deadlier than Ken's. A patient Chun-Li can counter 
attack ony of Ken’s whiffed low forwards with + + MK > Houyouku- 
Sen. Stay just outside of Ken's maximum range. Chun-Li must keep Ken 


away. If Ken can’t get close, Chun-Li has little to fear. ff Ken tries to 


jump in, wolk under him and + + MK or HK. Always maintain distance 
Until you score o knockdown. 


If Ken comers you, learn his poke ranges like they were your own. 
There is a certain distance where Ken’s low forward no lo 
Li, but roundhouse: will. ‘At thot distance, i itis reasonably st 






‘Lito stond up for a split second to catch the HK if he uses it. If ( cat 


blocks Ken's HK high, punish him with a super art during his recovery. 
Chun-Li must block it high, because she recovers from block stun*quick- 
er when standing. A low block recovers from stun one frame too late. 


UNFAVORABLE MATCH UP; YUN 


There isn’t much Chun-Li can do to ward off an aggressive Yun player. 
Chun-Li must be patient and deal with the attacks us they come. Chun- 
Li's dominance comes from her ability to control the ground. If Yun is 
constantly jumping and Dive Kicking, he's not open to + + MK > 
Houyouku-Sen. If Yun starts running away and building meter for Genei 
Jin, try to back Yun into o corner before he can activate it. 


A good strategy is to try to always stay on the same plane as Yun. If he 
jumps, so should you. Don’t let him get higher, where Chun-Li can’t fight 
him off. Vertical roundhouse is good to keep Yun away. If you are on 
the ground and: he Dive Kicks, option parry o with-close HK to cover a 


short whiffed Dive Kick attempt. If you score a knock down, then you're” 


ready fo take control. Yun really has no way to get Chun-Li away from 
him in a wake up situation. Use this to your advantage to throw him 
repeatedly, then fake him out and try to land + + MK > super art. One 
knockdown could be all Chun-ti needs to win. Getting that one knock 
down is the hard part. 
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NORMAL MOVES 


STANDING 


HP is a decent poke at close 
range, still inflicting good dam- 
age with moderate range. MK is a 
great mid level attack. 
Completely safe if blocked, and it 
barely pushes Dudley away so he 
is still standing right next to 
opponents, ready to attack 
again. Links into Rocket Upper 
and Corkscrew Blow easily. 


HK possesses a fairly large frame 
advantage after it and can be used 
to verify and link Rolling Thunder. 
Its possible to whiff this move just 
outside of poke range in the midst 
of inputting an EX Machine Gun 
Blow. If opponents attack, HK hits 
and cancels into the EX Machine 
Gun Blow, scoring damage and a 
knock down. 


COSTUMES 





(Guar (17 





Very fast and a decent amount of frame advantage after it. Liver 
Blow can be linked into a Rocket Upper or Corkscrew Blow. It also 
keeps Dudley close when blocked, allowing him to set up guessing 
games afterward. Concelable and has some use in juggle combas. 





10w 


Gut punch that moves Dudley forward. Okay poke at close range. 
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CROUCHING 


Doubling up + + LK is a great 
opening for all of Dudley’s 
supers. Fast, hits low, and it’s 
flexible. + + HK is a two-handed 
sweep with mediocre range. It's a 
juggle setup, and can lead to o 
ton of damage. This move is com- 
pletely safe if blocked. Great for 
reset patterns. 


dH + HW + dl 


Very fast overhead. Can be chained into MK for extra damage. Also links 
into a Rocket Upper or Corkscrew Blow against crouching opponents. 





See ey 





A moving version of Dudley's HP. Super art cancelable and a good 
poke with terrific range. Hard to avoid during foot games and safe 


from the right ranges. 
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JUMPING 


Dudley can hit with HK extremely early in his jumping arc and still have enough time to link a super art when he lands due to its enormous hit stun. Excellent jump-in. 
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SPECIAL MOVES 


Cross Counter 
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Cross Counter is just that, a counter attack. If Dudley 
s hit during this move, he counters with a rushing 
sunch. The damage of the counter attack depends on 
the damage of the attack used against him, meaning 
the more damage it was set to do, the more damage 
they take. Note that Dudley still takes damage from 
the attack, so it’s possible for Dudley to do the counter, 
Sen get knocked out afterward. The move is limited, 
w stick to using defensively in desperate situations 
where you're having trouble beating an opponent's 
offense. The EX version hits more times and does more 
domoge. 


Duckin 








ry good for keeping close offer failed attacks. 

Tencel into Ducking from HK to set up 

Sah/low/throw mix up games. Use the LX version fo 

senish whiffed normals during foot games, ending 

who Corkscrew Blow. Ducking con be used #2 pass 
sugh most projectiles. 








Rapid fire punch combo with great range. Passable 
for punishing whiffed attacks, it can also be used in 
combination with HK to beat and punish some normal 
attacks on start up. It’s @ huge threat during foot 
games against some characters as Dudley can punish 
some normal attacks on startup, especially with an EX 
Machine Gun Blow. The EX version is a juggle setup, 
and can be used in combos to score big damage. 


During Ducking, P Ducking Strait ] 


Whiffs against most crouching characters, but use it 
against large characters to their punish whiffed attacks. 


Good as a reversal or in some combos, plus it inflicts 
impressive stun damage. The EX version is faster and 
does more damage. 


During Ducking, K = Ducking Upper | 





Mainly used to keep opponents from attacking or 
throwing Dudley out of Ducking during its recovery. 
Ducking Upper has some use in juggle combos, like 
offer a mid screen + + HK. Use the MK version to 
punish whiffed attacks during foot games. 


(GUARD Ht 
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Se Short Swing Blow | 











Fantastic for avoiding and punishing throw attempts in 
wake up situations. i it’s done just as an opponent tries 
to throw, the throw whiffs, which should be punished 
with the gut punch. The punch at the end can be super 
canceled for extra damage. The EX version of this move 
does a 3 hit combo at the end, which knocks down. 
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SUPER ARTS 
SUPER ART | 
SustuesP Rocket Uppercut] 


Rocket Uppercut works well as anti-air and does reasonable damage in 
combos. This super art can be verified and comboed into from some of 
Dudley's most effective attacks in wake up situations, like + + LK (x 2), 
Liver Blow, and Dudley's amazing overhead, Dart Shot. Rocket Uppercut 
has 2 super meters to work with which is 
rather important to Dudley as EX Machine 
Blow can lead to impressive damage and a 
knock down during foot games. Although 
this super art by itself is only good at close 
{| ranges, having bor for EX Machine Gun 

} Blows makes Dudley a threat of a greater 
distance. 








Recommended Super Art: 

Rocket Upper or Corkscrew Blow 

Both supers provide enough stock for EX moves, keeping EX 
Machine Gun Blow available to help Dudley’s poke game. Both 
supers also combo off of Dudley’s most important attacks, 
Although Corkscrew Blow has a few more uses, Rocket 
Uppercut does more damage consistently than Corkscrew Blow. 








COMBOS YOU NEED TO KNOW 


3 HITS 
TOTAL DAMAGE: 39 
HK Jet Upper (HP) 


3 HITS 

TOTAL DAMAGE: 36 

+ + HK, juggle with on immedi- 
ate Ducking Upper (MK) 

4 HITS 

TOTAL DAMAGE; 48 

+ +HK > walk up a bit and jug- 
gle with o late Liver Blow Jet 
Upper (HP) 

11 HITS 

TOTAL DAMAGE: 59 

HK -> EX Machine Gun Blow, 
walk up a step and juggle with a 
late Liver Blow >Jet Upper (HP) 
13 HITS 

TOTAL DAMAGE: 59 

+ +LK, + +LK > Rocket Upper 


7 HITS 
TOTAL DAMAGE: 45 


+ + LK, & + LK > Corkscrew 
Blow 


6 HITS 

TOTAL DAMAGE: 56 
CROUCHING OPPONENTS 
ONLY 


Dart Shot linked to Corkscrew 
Blow 


12 HITS 

TOTAL DAMAGE: 68 
CROUCHING OPPONENTS 
ONLY 

Dart shot linked into a Rocket 
Upper 

7 HITS 

TOTAL DAMAGE: 71 

+ + HK, walk up and juggle with 
a late Liver Blow > Jet Upper 
(HP) > Cork Screw Blow 

9 HITS 

TOTAL DAMAGE: 67 

HK linked into Rolling Thunder 


10 HITS 
TOTAL DAMAGE: 65 


+ + LK, + + LK > Rolling 
Thunder 


22 HITS 

TOTAL DAMAGE: 71 

HK > EX Machine Gun Blow, 
walk up o step and juggle with 
late Liver Blow >Jet Upper (HP) 
> Rocket Upper 


6 HITS 

TOTAL DAMAGE; 57 
WORKS ONLY AGAINST 
CHUN-LI, Q, ORO, ALEX, 
IBUKI, MAKOTO, ELENA, 
NECRO 

+ +HK, juggle with another + + 
HK just before they hit the 
ground, repeat 3 more times, 
then jump forward and juggle 
with a jumping HP 


SUPER ART Il 





Dudley's most damaging super art. It has great range and can be com- 
boed into from + + LK (x 2), or verified and linked after a maximum 
range HK. However, the damage is not as good as it could be for a super 
ort with a meter this size. Dudely gets a single super meter stock, mean- 
ing no EX moves. Rolling Thunder does not 
combo off of Dudley's Dart Shot, which is a 
huge disadvantage considering how good 
Dudley's wake up game is when he can link 
off of that move. 





TARGET COMBOS 


LP > MP > MK 

The first and last hits miss crouching characters. The 
last hit is super cancelable but the damage is hardly 
worth the effort. 


> +LP > FP 

The second hit is cancelable, however it whiffs versus 
most crouching characters. There isn’t much Dudley 
can cancel into, except a super art, that will hit from 
that range. 


++LK > MK 

Quick chain starting off of a low attack. Doesn't do 
much damage, but it's safe and keeps Dudley close 
after it hits. One of Dudley’s few safe low options. 


| MK > HK > HP 
Starts off of a mid level attack, hits crouching char- 
acters, and does passable damage. 









LK > MK > MP > HP 
Dudley's second most damacing chain. Whiffs versus 
crouching opponents. Would be a better choice for 
punishment situations if HK” JetUpper (HP) didn’t 
do significantly more’damage, stn damage, and 
knocked down. } 
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SUPER ART III 
Secdveep  Gorkscew Blow] 


Dudley's least damaging, but most flexible super art. The super meter 
is small, but you get three stocks which great for EX usage. This super 
art comes out quickly and has plenty of priority. Use it to punish a vari- 
ety of blocked normals that are usually safe from close ranges. 


Corkscrew Blow also combos behind 
Dudley's most important close range 
attacks, like + + LK (x2), Liver Blow, and 
Dart Shot. Corkscrew Blow can also be used 
in combination with Ducking, which goes 
through projectiles, to punish an opponent's 
P| projectile recovery. Punish whiffed normals 

4 with Ducking (LK) > Corkscrew Blow, 
7 although you must be fast. 


~+ +MK—> MK > HP 

Dudley’s most damaging chain. Starts off of a mid 
se attack and does good damage. Fairly safe as 
well, 


++LK > ++MP> ++HP 

More damaging chain opening with + + LK. The last 
hit tends to whiff against crouching characters. Still, 
it’s possible to verify if whether the epporeat is stand- 
ing or not when going for this chain. Use with caution. 


MP > MK > HP 
Has bad range and misses crouching characters. Not 
Dudley's best option. 


= + HK > MK _ 
Decent damage ang worth doing if you don't have a 
super art to link off of it. 
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Dadley is a great character if you like to attack. His jump gives him 
seat ability to attack effectively. Dudley keeps close to the ground, so 
sacks ore available early in his jump when compared to other charac- 
vers. Add to this the fact that he has two incredible jumping attacks with 
eat hit stun: jumping HP and HK. Dudley can hit with jumping HK from 
Se apex of his jump, then still have time to land and link a super art, 
shich makes jumping in easy. Opponents must react quickly to Dudley's 
emp, and since he can use HK at any point in his jump and still connect 
= super art when he lands, it is difficult to parry this jump-in. 


Once Dudley jumps in, he is usually positioned right next to the oppos- 
ing fighter. From there he has a variety of mix up options that stem 
from Dart Shot mind games. The block stun from his jumping attacks is 
jong, so it is just like he is in a wakeup situation, However, if a jumping 
attack lands, go ahead and tack on a combo for big damage. If a jump- 
ing HK hits, immediately Rocket Upper upon landing, If jumping HP con- 
nects, juggle with a big EX Machine Gun Blow combo. 


After a blocked jump in, the best move to go for is Dart Shot. It comes 
out quickly, and generally hits in this situation because most players 
habitually block low after a jump in. However, Dudley's fost overhead 

~ breaks all the rules. Blocking low is never safe against Dudley. You are 
forced fo guess when caught in this situation. If Dudley gets close and 
he has meter, a super artis guaranteed half of the time if he keeps mix- 
ing it up between high (Dart Shot) and low (+ + LK (x2), This is why 
Dudley must attack and get in close. He barely has a ranged game. He 
is all about getting in an opponent's face and dealing damage. 


Dudley has many other options that score some damage and create 
openings when he is close after a jump-in. Immediately jumping straight 
up upon landing works very well. Hit foes with jumping HK early on the 
way up, then lond ond do either the high/low mix-up, or throw. 
Alternately, jump in with HP. but hesitate before throwing an opponent 
after landing. For the next time, jump in with HP then immediately 
Swing Blow (LK) after landing. If the opponent tries to anticipate a 
throw and whiffs, cancel into a super art on reaction to a hit. If they 
block, you remain safe. 


Another option when jumping in is to do nothing, and land and hit low 
with + +LK, + +MP 4 + HP ground chain. It starts low, and hits more 
often than it should because players tend to block high after « Dudley 
empty jump. Throwing behind an empty jump in is a good option as 
well. This is a good setup for the next empty jump in, which should be 
an immediate Short Swing Blow canceled into a super art, to hit throw 
attempts. Parrying is also another option for Dudley when jumping in. 
His jump is so low that he is usually nearing the end of his jump by the 
| time opponents react to it and start on anti air. The timing to parry the 
anti air should be around the same time near the end of Dudley's jump. 


For the rare occasions where you aren't being aggresive and are in a 
ground game (anytime you don't have any super meter), HP and HK 
are good pokes. Against some characters (such as Hugo), sit back and 
buffer EX Machine Gun Blows into his HP as Dudley whiffs them from 
across the screen. If the tips of any pokes are hit, the Machine Gun Blow 
automatically comes out and leads to a juggle opportunity. 


MP is another good poke on the ground in situations where an opponent 
gets close. Buffer Duckings into whiffed MPs; if any MPs hit, a Ducking 
executes automatically and moves Dudley close enough to his opponent 
to cancel into a super art. This tactic is especially useful after teched 
throws. Characters with fast dashes might dash in after a teched throw 
to continue to pressure. Stick out MP to stop these dashes and create an 
opportunity to land a super art. 


Dudley has a few good anti air choices. HP by itself is good if he is far 
enough away from opponents. It cancels into a Jet Upper to juggle for 
extra damage and defeat parry attempts. An EX Jet Upper also works 
well os anti-air. An interesting anti-air maneuver is to do a Ducking (HK) 
under opponents to cross them up on the ground, then either Corkscrew 
Blow or Racket Upper from behind, which is fairly easy to do. Input the 
command for Ducking, then do another QCF + punch in the same direc- 
tion and the super art automatically comes out, but in the other direction, 
towards the opponent. Dudley pulls this off quickly and it is hard fo react 
to. Great for confusing opponents that like to jump in and parry often: 


WAKEUP GAME 


Dudley has the most intimidating wakeup game out of the entire cast of 
characters. What makes him so scary is his + + HK overhead attack. It 
comes out too quick to react to. Dudley can link super arts 1 or 3 after 
a hit for easy verified damage. He can also go low into his super arts 
vio + + LK x2. Both of these attacks are nearly instantaneous, so your 
opponent has to guess which way to block on wake up. This can lead to 
Dudley landing a super nearly 50% of the time on wake up. 
Knockdowns are incredibly important to Dudley. Against characters that 
can get hit by low roundhouse x6, they also have the misfortune of 
being able to lose a ton of life without Dudley even having to use any 
super meter. There is no right answer for what they should do in this sit- 
uotion. Dudley simply owns you on wakeup. 


Even if Dudley's moves are blocked, he is still in range fo remain a 
threat. After doubling up + + LK, Dudley remains in perfect range to 
attempt a Dart Shot and link into super art if it hits. A UOH linked in to 
super art should be able to reach as well. After o blocked Dart Shot, 
Dudley is within range to either walk up and throw, or walk up and + 
+ LK (x2) and verify a super art offer a hit. Dudley always has quick 
and easy ways to land a super art from up close and is a legitimate 
threat when he is close on the ground. 


After Dudley knocks down an opponent, especially in the corner, throw 
his rose to hit opponents on wakeup: The rose keeps them pinned down 
so {ry to jump. It even beatssome wa 





The main thing Dudley must worry bout when he is pressuring oppo- 
nents on wokeup is random super arts and high priority moves. 
Throwing the rose virtually: eliminates this threat. Opponents may be 
able to do a Super arf through the rose ond hit Dudley, assuming he 
does a move, that is. Since they-can’t jump away, their only options are 
block, parry, or wakeup super urt. If Dudley blocks affer throwing the 
rose, he creates a stalemate. Neither character gets a hit, but Dudley 
wins because he remains close, exactly where he wants to be. 


When Dudley is the one getting up off the ground, he has a few decent 
options to keep pressuring opponents off of him. An EX Jet Upper works 
great, although it’s risky. All of his super arts work great as wakeup 
options if you don’t mind taking a big risk. Parrying is always an option, 
although blocking is much safer. Doing a Short Swing Blow on wake up 
is a good idea. It get Dudley away from throws and + + LK ticks. 


juggle with a super art on the way down. 





SETUPS 


Ranges setups for UOH > super art 


Against small, medium and wide sized characters: 


(+ + LP (x2), UH > 
Rolling Thunder, Corkscrew Blow 


Rocket Uppercut, 


(+ +MP), UOH Rocket Uppercut, Rolling Thunder, Corkscrew Blow 
RESETS 


Reset 1: Against characters that Dudley can connect + + HK (x6) in the 
corner, he can reset them back on their feet at the last hit 10 set up a 
mix-up that can lead fo more damage. Connect with five + + HK, then 
jump towards them and use HP to reset them. When they land, expect 
opponents to block low, which is the safest thing fo do in this situation. 
Right when Dudley lands, use Dart Shot, and link into Rocket Uppercut 
or Corkscrew Blow. The next time you are able to connect with + + HK 
five times, reset with jumping HP again, and as opponents recover, they 
will probably block high in anticipation of the incoming overhead attack. 
Hit them with + + HK and juggle them for 5 more hits. You could even 


(PE mela) 


Reset 2: After hitting with an air to air HP and Dudley lands first, imme- 
diately do a Ducking (HK) fo catch,up with your falling opponent, and 
immediately cancel into Corkscrew Blow for the reset juggle. 


PARRY SETUPS AND TACTICS 


Dudley is often going to attack a waking up opponent with Dart Shot. It 
comes out fast, so even changing its timing even slightly can throw off 
an opponent's attempts to parry it. Some players may try to hit Dudley 
before he gets this move off. Since the command involves a forward tap 
of the controller, press it forward a split second before pressing HK. This 
way Dudley option parries any mid level attacks that might be thrown 
his way before going into Dart Shot. 


Dudley can cross up Twelve, Hugo, Necro, in any corner. 
Dudley can cross up Yun, Yang, and Chun Li mid screen. 


FAVORABLE MATCH UP: TWELVE 


Twelve is very annoying fo fight against from the start. He flies around 
and is hard to hit, He jumps much higher than Dudley and beats him out 
inthe air easily. However, if Dudley is able to score a knockdown, it’s all 
over for Twelve. Twelve has no answer for Dudley's wakeup game. 
Nothing short of o random X.N.D.L. is going to get him out of a corner. i 
If Twelve has no meter, he’s done. All Dudley needs to dois throw the ” 
rose to keep him grounded) then keep man Hh fe high and 
low attacks, 


UNFAVORABLE MATCH ve: AYU 


Jumping is Dudley's main way to get wicked gues 
ond mind games. TOE Ryu can keep Dud om geting in ie 
a! 4. . his iu 














at the very’ beginning sp 

for Dudley to get over it. It ae beat Duly sHP and + + 
done at the right time. Also, Dudley must any onthe 
the random EX Hadouken. 


For Dudley to win this match, he must score a knockdown so he can n get 
close to start his mind games. Jumping isn’t the best avenue fo achieve 
this. Look for Ryu to whiff a HK, then do a Ducking (HK) to get close 
before he fully recovers and knock him down. From there, Dudley must 
get in Ryu’s face and keep landing super arts and knocking him down. 
Don’t get discouraged. Be patient, and wait for Ryu to leave himself an 
open for an attack. 
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NORMAL MOVES 


















STANDING ! Jab Short 
LK is good for setting up tick 1 lait G3) 


throw and guessing games in [{ | Wes! (LI | 
general, This move has a decent eo : | 
amount of frame advantage after 
it, HK comes out high, moves 
Elena forward and goes over low 
attacks. This move is a great 


offensive normal at close range. rom 
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COSTUMES 
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SPECIAL NORMALS 
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START UP 
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Fast overhead with amazing range. Can be done from very far away. Very fast overhead that moves Elena forward. Good range. However, 
it has a rather large frame disadvantage after it when blocked, mak- 
ing it rather unsafe. Kill this recovery issue and add frame advantage 
to the move by doing it early against a fallen opponent waking up, so 
that it hits meaty. Although difficult, not only does it make the move 
safe, but you can even link a Spinning Beat or o Brave Dance after it. 





A leaping kick that moves Elena backward. Unbelievable priority. Good range. Good during foot games as it’s hard to make it whiff. 
Because Elena is considered airborne while doing this move, it is Catches many players standing up trying to walk backward. 
invulnerable to throws and low attacks on start up. Can even beat a Vulnerable if blocked from close range. 

Gigas Breaker when timed correctly. To add to its usefulness, it has a 

nice frame advantage after it, making it completely safe if blocked. 

It’s even possible to link a Brave Dance after this move if done meaty 

on a character waking up! 











CROUCHING 


+ + MMP is a mid level crouching 
tick and is Elena’s main opener 
for combos. It has the strange 
sroperty allowing her to cancel it 
into super arts much later into its 
recovery than most normal 
sttacks, Just enough time to ver- 
#y a hit before canceling into a 
super art, although it's difficult to 
execute. 


+ + MK is fast with good range. 
ft works as a decent offensive 
poke. 


JUMPING 


Jumping MK is a decent cross up 
ond and con be used in combina- 
fion with o super jump for 
ambiguous cross ups. Jumping 
forward or backward with HP 
adds a frame to its startup, but 
atherwise remains identical. 
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SPECIAL MOVES 


+uteetP 


Rotating overhead kick. Has a very slight frame 
advantage after it. Fairly slow and vulnerable to par- 
ries if abused. !AP version can be linked affer with a 
Spinning Beat or Brave Dance, while HP version can 
links into a Spinning Beat, Brave Dance, or a LK 
Scratch Wheel (HK). The EX version comes out 
faster and has a slightly longer frame advantage at 
the end of it. It’s possible to link a Spinning Beat, 
Brave Dance, or a LK Scratch Wheel (HK) after it. 


> 4uek Scratch Wheel! 











Rising uppercut with a kick. Decent for combos in 
punishment situations and as a reversal. EX version 
hits more times and has more priority. 





Multi-hit low kick attack with good range but terrible 
recovery. Linking an LK or EX version from + + MP 
are both possiblities. The EX version hits more times. 
However, the last hit completely whiffs vs. most 
crouching characters. There's no reason to use this 
move over an EX Spin Scythe. 





~e tu oek = Rhino Horn | 





Button strength determines how far the Rhino Horn 
travels. It has frame disadvantage, although the 
block stun is deceptively long, usually making it safe 





if blocked. Whiffs versus. most crouching characters. [| 


Con be rather annoying for large characters, like 
Hugo and Q, that cannot duck under it. EX version is 
faster, does more damage, and puts characters into a 
hardly noticeable juggle set up. Can be used in com- 
bos starting with an EX Spin Scythe for massive dam- 
age and juggle opportunities. 


tee +K Spin Scythe! 





Input + # + + K again after the second hit for a 2 
hit follow up. ee 


Very slow and standard inputs do not combo. Can be 
used to set up the following guessing game: do Q(B 
+ HK, after the second hit, don’t do the follow up, 
instead opt for a walk up throw. The next time you 
get a chance, do QCB + HK, when opponents anfici- 
pate the throw after the second hit, do the two hit fal- 
low up. The EX version of this move comes out faster, 
is comboable, and puts opponents into a juggle set 
up if you don’t do the 2 hit follow up, which is 
extremely useful for high damage combos. The EX 
version's follow up doesn’t put opponents into a jug- 
gle set up, and does about the same amount of dam- 
age. Heavy recovery foo. It’s best to avoid using it. 
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SUPER ARTS 
SUPER ART | 





lena does three repeated Scratch Wheels for a decent amount of damage. 
This super ari has a high juggle potential in the corner. Use it to finish an 
EX juggle. It combos on the ground easily, and you can hit confirm it with 
alate + + MP cancel, but only from close range. Spinning Beat cannot be 

used to punish whiffs or stop dashes from 





Recommended Super Art: Brave Dance 


mid range. It con work as a decent anti-oir. 
With 3 stocks, and a small super meter, Elena 
will be able to use Spinning Beat and her 
great EX moves offen. Because Elena can 
only combo directly into Spinning Beat from 
such close range, this super could also be 
used solely to stock meter for EX moves to 
fight from longer ranges. 





SUPER ART Il 
deebeeek Brave Dane} 


In the corner, tack on an extra hit after the super with a Scratch Wheel 
(MK). lt has a longer super meter than Spinning Beat, but it also does 
much more damage. It stocks two super meters, so Elena has the option 
to use EX moves and still have her super art available. Brave Dance com- 
bos nicely off of + + LK and + + MP. You 
can late cancel + + MP fo verify a combo 
into Brave Dance from almost the entire 
length of the move, and if you cancel it 
early, it combos from the very tip of her 
foot. This gives opponents a reason to fear 
her in close. Used in tandem with her long 
kara throw, Elena is sure to find openings to 
land a clean + + MP > super art. Brave 
Dance has a quick start up, use it to punish 
any blocked moves with heavy recovery. 


One thing to look out for, Elena flies for- 
ward with a slight upward incline as this 
super art starts up. If has a tendency to randomly go over Chun-Li and 
miss her completely, even if comboed into, because of how low her 
couching animation is. 


Brave Dance gives Elena the necessary range to verify into super arts that makes her ground game much more solid. + + MP > 
Brave Donce-allows Elena to keep people from rushing in on her, and apply pressure from her exceptionally long kara throw range. 
The constant threat of + + MP > Brave Dance allows you to constantly kara throw, and it is the constant barrage of throws that 
leads to openings for + + MP -> Brave Dance. 


COMBOS YOU NEED TO KNOW 


4 HITS 
TOTAL DAMAGE: 35 


+ + MP > Roundhouse Scratch 
Wheel 


Okay for punishment situations 
when you don’t have super meter 
for anything else. Knocks down. 


7 HITS 
TOTAL DAMAGE: 47 


4+ +MP > EX Spin Scythe, when 
you recover, jump towards oppo- 
nent and juggle with a semi early 
MP —> HP air chain 


High damage combo that leaves 
Elena with a positional advantage 
that could lead to more damage, 
Good for punishment situations. 
After the air chain Elena is free to 
dictate which side she will be on 
when opponents land, by either 
dashing under and behind before 
they land from the air chain, or 
walking forward to stay in front. 
Ambiguous and hard to react to. 


7 HITS 
TOTAL DAMAGE: 58 
CORNER ONLY 


+ +MP— EX Spin Scythe, when 
you recover, immediately juggle 
with o Scratch Wheel (LK), when 
you recover, juggle again with a 
Scratch Wheel (HK) 


High damage corner variation of 
the typical EX Spin Scythe juggle. 
Good for punishment situations. 


10 HITS 

TOTAL DAMAGE: 64 

+ + MP-> EX Spin Scythe, when 
you recover, immediately juggle 


with EX Rhino Horn, juggle again 
with a late Scratch Wheel (HK) 


High damage combo that’s good 
for punishment situations. Knocks 
down. 


8 HITS 
TOTAL DAMAGE: 54 


Meaty Handstand Whip linked 
into Spinning Beat 


Verifiable. Okay way to land a 
super art from an overhead. 
Difficult, ond Hondstand Whip 
must be done early against on 
opponent waking up. 


11 HITS 

TOTAL DAMAGE: 70 

Meaty Handstand Whip linked 
into Brave Dance 


Verifiable. Okay way to land o 
super art off an overhead, 
Difficult, Handstand Whip must — 
be done early against an oppo- 2 \ 
nent waking up. } 


8 HITS 

TOTAL DAMAGE; 51 

+ + MP > Spinning Beat 
Verificble way to land a Spinning 
beat. Knocks down. 

11 HITS 

TOTAL DAMAGE: 65 

+ + MP > Brove Dance. 
Verifiable way to land a Brave 
Dance. In the corner, juggle with 
a Scratch Wheel (MK) offer 
recovering from the super ort 
versus most characters for extra — 


damage. Generally not worth the 
effort, but does knocks down. 








































SUPER ART III 
feeteeep Healing] 


Elena recovers up to 1/3 of her health with this super art. As she is heal- 
ing, she is completely vulnerable. You can stop the super before fully 
healed by pressing PPP. The safest set up fo use healing is after o throw. 
Elena throws opponents away far enough to where she can fully heal 
without getting hit. One throw can change 
the outlook of the round, Unfgrtunately, 
Healing only stocks one super bar, so if 
Elena plans to heal herself! she connot use 
any of her EX moves. Without EX moves or 
a super art that does damage, Elena's 
combo possibilities are rather limited. Elena 
must rely on her fast pokes, overhead 
attacks, and kara throws to do most of her 
damage. Elena's normal moves are good, 
but she must hit opponents many more 
times than if she was landing Spinning Beat 

- or Brave Dance often. Sometimes you may 
\ only get | or 2 openings for big damage in a round. Healing Elena will 
not be able to capitalize on these opportunities. 


aL 








TARGET COMBOS 


JUMPING (x2) LP > JUMPING MK 


Fast 2 hit air chain, Good versus players who often 
onti-air parry. Although Elena has a variety of multi 
hit jump attacks ond chains, this is by for the most 
flexible os it can be done much later in the jump than others. 





JUMPING (x2) MP > JUMPING HP 


Slower, more damaging 2 hit air chain. Steep upward 
angle, good for meeting another player in the air 
with a jump attack in anti-air situations. Not only 
does it do good damage and hit twice, giving opponents more to 
parry, but if it hits jumping opponents, Elena lands before they do, 
allowing her to dash under and behind them just before they land 
for an ambiguous side switch trick. Create further confusion into 
this trick by sometimes not dashing at all, staying in front of oppo- 
nents just before they land, effectively making them guess which 
side Elena ends up on. In ether situation, mix up with the combo of 
your choice, UOH linked into Brave Dance or Spinning Beat, or a 
throw if you think they will guess correctly and block. 

















HP > HK 


Slow, damaging 2 hit chain. Slow start up and bad 
range, must be directly next to opponents to guar- 
antee both hits connect. It has a small frame advan- 
tage after it, meaning it’s completely safe. Elena’s only safe non 
super combo. Still, not extremely useful. 













MK > ++HP 


2 hit choin ending with o launching kick. Knocks 
opponents fairly high into the air, allowing Elena to 
get into prime attack range just before they get up, 
whether they quick recover or not. However, the last hit of this 
chain has a huge frame disadvantage after it, meaning it’s heavi- 
ly open to attack if blocked. 
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lena has some of the game's best pokes, which keep opponents frus- 
trated at long range. + + HK and Sliding are great for sneaking under 
high attacks, and her two command overhead attacks will keep them 
guessing. Use + + MP as her main poke at a distance and to punish 
whiffs, beat out other attacks, and prevent characters from rushing in 
on the ground. 


Elena does most of her damage off of Brave Dance and kara throws. 
The more you throw, the more likely they will make a mistake that leads 
fo an opening for + + MP —> super art. Elena never has to get too close 
if she doesn’t want to. Stay at her maximum kara throw range and frus- 
trate opponents with repeated throws. Get them to attempt a tech, then 
react with a + + MP —> super art. 


lena has many great jumping attacks. Most come out fast and hit from 
for away, Elena jumps high and con usually outreach and outrange 
opponents. Many of Elena's jumping attacks and air chains allow her to 
lond before opponents. Use this as a chance to dash under them before 
they land to quickly cross them up. 


flena has many anti-air options when she is on the ground. Scratch 
Wheel is her most basic anti-air. If you can react quick enough to an 
opponent's jump, meet them in the air and use any of Elena's multi-hit- 
ting air moves. Elena also has a fast dash, and she is fairly low to the 
ground as she does it. Use this to avoid cross ups and jumping attacks 
from close range-by dashing under-opponents and counter-attacking as 


they land. 


Elena's Round Arch is one of the best special normals in the game. Use 
this move often fo go over low attacks and beat throw attempts. 
Whenever you are not sure what to do, go ahead and use Round Arch. 
Most likely it will do you some good. 


Flena has many options on waking opponents because her kara throw 
range is so great. At that maximum range, many characters’ quickest 
low pokes whiff. Elena is free to kara throw at will. + + MP also con- 
necls into super arts from this range. Throwing repeatedly is effective, 
but mix it up and hesitate, trying to make opponents react to a possible 
kara throw. Punish their reaction with + + MP > Brave Dance. When 
you don't have enough meter for a super art, use Round Arch often to 
go over all low pokes and to stop throws. 


At very close range, + + LK is Elena’s best tick. Follow it up with either 
a kara throw, + + MP —> super art, or Round Arch. Both + + LK and 
+ + MP can be partied low, so Elena has some other wake up options 
to discourage parry attempts. She can do either Round Arch or 
Handstand Whip meaty and link Brave Dance after if. Throwing imme- 
diately on wake up works often because many players will not expect a 
throw from such close range. 





When Elenais the one getting off the ground, if you decide not to block, 
Scratch Wheel is good for getting people off of her, particularly the EX 
version. A safer option is to block on wake up, and look for an opening 
to land + + LK / + + MP > super art, Round Arch af any time really 
helps Elena get out of trouble. She can’t be thrown or hit by most low 
attacks, so it is really safe. 


SETUPS 


Ranges setups for UOH — super 


Against most characters: 
+ +LK (x2), UOH > Spinning Beat / Brave Dance 


Against Oro: 
No setup is required. UOH > Spinning Beat / Brave Dance works 
at dose distance on crouching Oro. 


CORNER TRICKS 


After a throw in the corner, Elena can set up an ambiguous cross up sit- 
uation that is difficult to block correctly. After the throw, jump and press 
HK before hitting the ground. Time Elena’s jump to land exacily at the 
moment the opponent gets up off the ground. Elena lands directly on 
top, and her jump HK extends her over both sides of the character. It is 
hard to tell whether Elena is going to cross up or not, leading to a quess- 
ing game for opponents. This is even trickier against opponents that 
Elena can only cross up in her own corner ( against shotos, for instance). 
Always be aware of which characters you can cross up and where you 
can do so, 


RESETS 


Reset 1: If Elena has enough super meter, she can turn an EX juggle 
combo into a setup for a perfectly distanced UOH linked into Brave Dance 
for massive damage. If you are able to combo into an EX Spin Scythe mid 
screen, juggle with an EX Rhino Horn, then hit with LK to reset the combo 
and have them flip recover. Walk up a tiny step, then UOH. It must be 
timed perfectly to link into Brave Dance if it hits. This does not work on 
characters that aren't juggled by all of the hits of the EX Rhino Horn. 


Reset 2: If Elena lands a mid air HK, she usually lands before opponents. 
You can hit them before they land with Spinning Beat. To get the most 
hits, save this trick for the corner. : 


PARRY SETUPS AND TACTICS 


Elena's kara throw is very good and a big part of her ff; 
game. Take advantage of an option parry to cover #1) 
Elena from mid level attacks when kara throwing. 
Heno’s kara throw is + + MK > throw. Instead of 7 
pressing > at the same time as MK, press + a split | 
second earlier than is necessary. Continue to hold + 
while finishing the input for the kara throw. With this "\ 
method, you parry any potential mid level attacks before \ 
throwing, 
































GROUND CROSS UPS 


lena can cross up Dudley, Alex, Hugo, Nercro, Twelve, and Uries = ame 
corner. 


Elena can cross up Oro, Elena, and Chun Li only in her own comer 


FAVORABLE MATCH UP: RYU 


Elena only has one real concern when fighting Ryu, EX Hadoukens © 
Elena can avoid random EX Hadoukens, there is not much else Ryw cam 
hit Elena with if she is played correctly. Ryu has a hard time landing Se 
bread and butter + + MK > EX Hadouken combo on Elena because of 
Round Arch. This move goes over every single one of Ryu’s groume 
attacks, Ryu must resort fo throwing EX Hadoukens from amuch grealer 
distance because when he gets in close, he is always at risk of enfing = 
Round Arch counter. Ryu will not be able to kara throw either, because — 
Round Arch cannot be thrown. Use Round Arch like it is her only move. 


Once you get Ryu trained not to stick out + + MK or kara throw, he 
must play much more defensively. Get in close and mix up kara throws 
and + + MP Keep up the pressure and try to land + + MP > Brave 
Dance. 


UNFAVORABLE MATCH UP: CHUN-LI 


When Chun Li hos super meter, Elena is constantly at risk. Most of 
Elena’s best pokes lose cleanly to Chun Li’s Hakkei and + + HP. Chun-Li 
has greater range, and can keep Elena away. Even if Elena gets close, 
she is always at risk for Chun-Li's # + MK > Houyokusen. 
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For Elena to have a chance, take advantage of the first round when 
Chun-Li doesn’t have enough meter for Houyokusen. Chun-Li is much we 
less of a threat without meter. Stay out of range of her HP and + + HK, 
using Sliding to get under them and punish her. Whenever Chun-Li is 
close, Round Arch over her + + MK. Elena can similarly do repeated + 
+ MPs and cancel into super arts upon a hit when Chun-Li tries to use 
her + + MK. This match is winnable, but expect a tough battle. 


His 1S 





NORMAL MOVES 
STANDING 


MAP looks like a patty cake slap starT UP (4) 


and moves Hugo forward slightly. f{ 1 J{ 1 J{_ 1) 
Goes over some low attacks, [mugs : 

catches anticipated jumps. It has 
good range and good recovery; 
it’s a fantastic poke, so abuse it! 

























LK-is fast enough to beat some 
low attacks from the right range. 
Hard to punish if whiffed. Used to 
tick into Moonsault Press; it’s also 
cancelable. 


Press + or > to move forward 
or backward during HK. Can be 
used to go over a variety of low 
attacks. This move has awful 
recovery, so use if with caution. 


COSTUMES 


dH + MW + dl 


di + HDIS 
WH + UDIS 


Great cross up, but tough to get into a position to use it. After it's 
blocked, use the fairly large amount of frame advantage to execute 
Moonsault Press or Ultra Throw ticks. 





START UP 











CROUCHING 


+ + MP is an overall good poke. 
f beats some attacks from the 
right ranges, plus it's fast and 
safe. 


+ +IMK has great range and is a 
great whiff punisher. Use with 
some caution as it can be pun- 
shed by some fost supers if 
locked too close. 


JUMPING 


Jumping HK is a drop kick with 
amazing priority. It beats a vari- 
ety of anti-air normals while cov- 
ering large amounts of space. 
Jumping forward or backward 
MP has a start up of seven 
frames. Jumping forward or 
backward HP hos a startup of 
thirteen frames. 


THROWS 
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SPECIAL MOVES 
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360 Motion + P Moonsault Press : 


(ze ee 






















Slow start up, but has an absolutely ridiculous 
amount of frame advantage afterwards. Great for 
combos and pressure patterns up close. Use the 
frame advantage in wake up situations to secure an 
attack and mix up with + + MK, Moonsault Press, or 
HP. The EX version hits three times and sets oppo- 
nents up for a juggle. 





Hugo's main weapon. Moonsault Press is o fast com- 
mand throw with great range that deals a ton of 
damage. Very scary at close ranges. So scary in fact, 
that opponents will do whatever they can fo avoid if 
completely, making them play in an unsafe and awk- 
ward manner. Expect opponents to react to this move 
in o variety of ways in an attempt to counter it 
(jumping is the most effective way), Learn to antici- 
pate attempts to jump away from this move and 
counter with an anti-air of some sort. 


> yxtk Shootdown Backbreaker| 














A fast move with good range, but whiffs against 
crouching opponents, diminishing its value. Use it to 
catch back dashes or anticipated jump attempts. The 
EX version comes out faster and does more damage. 








A flying air grab mainly for use against antidpated 
jumps used to avoid Moonsault Press. Has absolutely 
no priority, losing to jumping attacks rather easily. It 
must be done early, just as an opponent is leaving 
the ground, Fairly heavy recovery when Hugo lands. 


7 Brtisky attack to use in general, utilize with caution. 
{ x 


360 Motion + K Meat Squasher } Nx tee +k 


Ultra Throw = 








Running command grab with heavy start up. Very 
slow and easy to counter. It does immediately drag 
opponents fo the closest corner, a big plus for Hugo. 
The start up looks like the opening animation for a 
whiffed throw, which doesn’t really help anything 
because the last thing you want is an opponent try- 
ing an attack. 








Command throw that bounces opponents off of a wall 
for a juggle opportunity. Can lead to big damage in 
combination with Megaton Press or EX Giant Palm 
Bomber when near a corner. Ulira Throw Shootdown 
Backbreaker is an okay combo to quickly corner 
opponents, however it does much less damage than 
a Moonsault Press (HP). 











SUPER ARTS 
SUPER ART | 


SUPER ART II 


SUPER ART Ill 


720 Motion + K j Gigas Breaker] txueveux otk ; Megaton Press| $ueexuoseP Hommer Frenzy] 


With its one frame start up, Gigas Breaker is one of the quickest super 
aris in the game. Any opponent on the ground when Hugo starts Gigas 
Breaker will be caught. Opponents must anticipate Gigas Breaker before 
Hugo does it and jump before the super freeze in order to escape. Gigas 
Breaker has invulnerability at start up, so it 
grabs opponents through their moves. 
Gigas Breaker only has one meter for its 
super art, so EX moves are not recom- 
mended. 





Recommended Super Art: 
Hammer Frenzy 


Hommer Frenzy gives Hugo his only real combo possibilities 
that don’t involve command throws. It makes his jump-ins a 
threat, and gives him his only solid way to verify big damage. 
There’s no need to guess with Shootdown Backbreaker when 
you think someone might jump away because of the threat of a 
Moonsault Press. + + LP (x2) instead and cancel into Hammer 
Frenzy to punish their attempted escape. 





Hugo jumps and catches airborne opponents and slams them to the 
ground. The button pressed determines the angle at which Hugo jumps. 
Extremely good damage for an anti-air. Unfortunately, almost any air 
attack can knock Hugo out Megaton Press. Megaton Press stocks 2 super 


—= meters, and is usable as the last hit of a 
1P3/MPS/HP7 juggle combo. 


leg 
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COMBOS YOU NEED TO KNOW 





Hugo runs towards opponents and hits them with a bombardment of pow- 
erful moves, one of which is an overhead. Hugo can combo into Hammer 
Frenzy from + + LP (x2). This is the only super art that makes Hugo's cross 
up a real threat. Use it in wake up situations to go through any pokes. If 
- Hugo guesses wrong and the opponent 
blocks, try to trick them with a delayed 
release. By holding the punch button, Hugo 
continues running for a short time. Release 
the punch and Hugo starts his attack string. 
Holding the button for too long results in 
Hugo stopping, and never starting the attack. 
Hugo is vulnerable while running, and at the 
end of the super art. With a window of invul- 
nerability at the beginning of the move, it's 
possible to pass through projectiles and 
pokes. Hammer Frenzy stocks 2 supers. 


7 HITS 
TOTAL DAMAGE: 65 


+ + LP + + LP > Hommer 
Frenzy 


Verifiable way to land a Hammer 
Frenzy. You must be directly next 
to an opponent for this to work or 
Hommer Frenzy might not 
combo. Knocks down. 












































3 HITS 

TOTAL DAMAGE: 46 

Giant Palm Bomber (HP); when 
Hugo recovers, link into Giant 


Palm Bomber (LP); when Hugo 
recovers, link into + + MK 


Decent damage and safe if you 
verify off of the first two Giant 
Palm Bombers. Knocks down. 


2 HITS 
TOTAL DAMAGE: 34 


Ultra Throw, immediately juggle 
afterwards with Shootdown 
Backbreaker (HK) 


Easy and reliable mid screen 
combo off of Ultra Throw. Knocks 
down. 


























4 HITS 
TOTAL DAMAGE: 54 


CORNER ONLY 


Ultra Throw, juggle with a semi- 
late EX Giant Palm Bomber for 2 
hits; when Hugo recovers, imme- 
diately juggle again with a 
Shootdown Backbreaker (HK) 


Damoging option off of Ultra 
Throw in the corner. The EX Giant 
Palm Bomber MUST miss 1 of its 3 
hits, or you cannot juggle after it 
with the Shootdown Backbreaker. 
Knocks down. 


3 HITS 
TOTAL DAMAGE: 59 
Ultra Throw, immediately juggle 


afterwards witha Megaton Press 


Fasy way to land a Megaton 
Press mid screen. Ok damage. 
Knocks down. , 





4 HITS 

TOTAL DAMAGE: 66 
CORNER ONLY 

Ultra Throw, juggle with a late 


fierce Giant Palm Bomber > 
Megaton Press 


High damage option off of his 
Ultra throw in the corner. Knocks 
down 


9 HITS 
TOTAL DAMAGE: 27 
CORNER ONLY 


Neutral throw while opponent is 
cornered, after the 8th hit (when 
Hugo lets go), juggle with on 
immediate EX Monster Lariat 


Juggle option off of his neutral 
throw in the corner. Does only 3 
less damage then neutral throw 
> Megaton Press, which isn’t 
remotely worth the bar usage. 
Knocks down. 4 
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STHATE6BY 





Hugo requires patience. He inflicts an impressive amount of damage 
with only a few command grabs, but getting close enough to land them 
sno easy task. Hugo is slow and a big target for many characters. His 
size becomes an advantage when it comes to his poking game. MP and 
+ +IMK outreach almost every character's longest pokes. MP hits many 
characters when they are crouching, That, combined with its range, 
works to stop many character's ground games. 


Getting close enough to grab opponents is tough, but Hugo has some 
moves that help out. Use random Meat Squashers (LK) to catch oppo- 
nents off guard while running towards them. If you can land a Meat 
Squasher, Hugo will slam your opponent against the wall and put them 
exaclly where you want them; the corner. Any time you can land one of 
these Hugo takes control of the match. So if you are having difficulty 
fighting from mid screen, make it your goal to land a Meat Squasher. If 
you can get close enough to land a LK, Hugo can cancel into this attack 
and possibly catch them while they black low. This is extremely effective 
if you have been making use of his Palm Bombers and canceling into 
those off of stand short. 


Palm Bombers really help Hugo out if he wants to get close. A blocked 
Palm Bomber carries significant frame advantage, so Hugo can dash up 
after one and start being a threat from up close, his ideal range. LK and 
low short are two excellent longyreaching pokes Hugo can use to cancel 
into a Palm Bomber ond then dash up. Instead of dashing, Hugo can use 
his opponent's long black stun periad'as a chance to cross them up with 
his Body Press. If you\conniect'with o Body Press, do + + LP (x2) > 
Hommer Frenzy: If they tiled, Hugo.is up close where he wants to he. 
Hesistate just. a second ond Moonsault Press. If you think they might 
jump, Hugo's standing fierce overhead is really good in this situation. li 
has the duateffect of hitting crouching characters and stopping jump 
attempts. When you are this close, always*consider on Ultra Throw, 
Shootdown Backbreaker as an option. While it does less damage than a 
Moonsault Press, it will move Hugo's opponent closer to the corner, 
exactly where Hugo wants them. 


Hugo’s ground game will prevent many opponents from poking at him, 
so they might try to jump in at Hugo. Use Shootdown Backbreaker as 
an anti-air to catch opponents quickly before they attack. It’s quick and 
does good damage, although it can be beat if the jumping opponent 
attacks early. Hugo can attack opponents from the air from long range 
with jumping HP and HK attacks. These attacks are not necessarily good 
for getting in close, but are merely a way to keep pressure on jumping 
opponents. If either attack is parried from the ground, Hugo can hit 
from so far away that many opponents have difficulty hitting him when 
he lands. 


Hugo's wake up game is limited because whenever he knocks down 
opponents, and they quick recover, he is too slow to keep in close. On the 
other hand, if Hugo manages to trap anyone in the corner, he is a terri- 
fying opponent. Use Shootdown Backbreaker on anyone that tries to 
jump over Hugo, effectively keeping them trapped in the corner. Hover 
over opponents and keep trying Moonsault Press. If you are too obvious 
in Moonsault Press attempts, and opponents start to jump, be prepared 
to pay the price. Hugo hos a large recovery on his throw whiffs, so he is 
vulnerable to being hit. Hesitation moves can be very tricky and lead to 
some chances to land throws. For instance, walk backwards a step as 
opponents are gelting up, trying to make it look like you are being cau- 
tious, then Moonsault Press at its maximum range. A combo off of an 
Ultra Throw is also a great way to deal damage in the corner. 


If opponents want fo pressure Hugo on wakeup, they must get in close. 
When Hugo is the one getting up, he is scary. Hugo wants opponents 
near, which leaves him in range for his most powerful moves. A 
Moonsault Press on wakeup is always an option, If Hugo expects that an 
opponent is anticipating this, block on wake up and look for the oppo- 
nent to jump. If they do so, quickly use a Shootdown Backbreaker. 
Hugo's opponents must be careful when they are close. Any tick throw 
setup or hesitation move could be an opening for a Moonsault Press. 
Moonsault Press has a quick start up, so unless Hugo’s opponent ticks 
with a move that has significant frame advantage, Hugo can usually 
Moonsault Press before their next move out. 


ADVANCED TACTIC: 
WALK UP GIGAS BREAKER 


The command for a Gigas Breaker is a 720 motion of the controller, fol- 
lowed by punch. While it is possible to do a 720 on the ground without 
making Hugo jump, it is extremely difficult, and almost impossible to do 
with ony consistency. 


Think of the motion for a Gigas not as a 720, but as two 360 degree 
rotations. A 360 degree motion is six consecutive points on the con- 
troller. The game's engine provides plenty of leeway when doing com- 
plex controller motions. It's possible to do the first 360 (six consective 
points) motion, then wait a full second before doing the second 360 
motion to complete the Gigas Breaker command. Take advantage of this 
delay to buffer the first 360 motion into a move so Hugo does not jump 
off the ground, then walk up 2 steps, and do the second 360 motion to 
surprise opponents with a Gigas Breaker. For example, walk towards an 
opponent and whiff a LK. Do the first 360 motion during the LK, then 
continue to walk towards the opponent and do a quick 360 motion + 
punch to execute a Gigas Breaker. Another tricky way to buffer the first 
360 motion is during a dash. Dash just outside of Gigas Breaker range, 
then walk forward and 360 + punch. 


RESETS 


Reset 1: After a neutral grab in the corner, juggle once with + + MP to 
cause opponents to flip recover and land back on the ground. Dash in 
and Moonsault Press, run and Meat Squasher, or just sit back and bait 
opponents into doing something in which Hugo can counter. 


PARRY SET UPS AND TACTICS 


Hugo has a tremendous amount of frame advantage off any Palm 
Bomber. Use this to set up opponents; after a blocked Palm Bomber 
Hugo is pushed away, so only low pokes can hit him. Stutter step back 
and forth io bait opponents into attacking, then down parry and 
Mounsault Press. 


Against jumping opponents, Hugo’s Shootdown Backbreaker is good, 
but susceptible to being beat by certain attacks. Use an option parry im 
this situation fo cover Hugo before you using an anti-air. Before exe- 
cuting a Shootdown Backbreaker, return the controller fo neutral for a 
split second. This way, when you input + for the Shootdowa 
Backbreaker command, you will automatically parry o potential jump- 
ing attack, then counter with Shootdown Backbreaker upon completion 
of the command. If the attacker does nothing, they are still caught by 
Shootdown Backbreaker. So if you tend to walk around or crouch offen 
with Hugo, get into the habit of returning the controller to neutral just 
before you Shootdown Backbreaker. 


FAVORABLE MATCH UP: SEAN 


Hugo doesn't have any one thing in particular that makes his match 
against Sean go in his favor. {f has more fo do with the fact that Sean 
doesn't really have any good way to attack Hugo. If Hugo just stands 
outside of Sean’s longest poke range and uses plenty of MP and + + 
Ks, there isn’t much Sean can do. Don't just stick out moves, make 
sure they hit, or else Sean can sometimes hit back. Keep him away and — 
you should do fine. If you manage to get in on Sean, that's great. Mix 


“up Moonsault Presses and his overhead. If you don't manage to get 


close, don't worry. Hugo should have no problem winning this match 
with his superior range alone. 


UNFAVORABLE MATCH UP: AKUMA 


Akuma is mobile and can keep Hugo pinned down with a barrage of 
quick attacks and air fireballs. Hugo is susceptible to getting hit by 
Hyokki Gousai early in Akuma’s jump arc, even when Hugo is crouch- 
ing. It is hard for Hugo to react to this, especially if Akuma cancels into 
Hyakki Shuu and jumps while Hugo is still in block stun. If Hugo ever 
does get close and scores a knockdown, Akuma can just teleport to the 
other side of the screen on wakeup, and Hugo must live with that. 


The key for Hugo to win this match up is simple: parry. There is no other 
way fo get around Akuma’s Zorku Hadokens. If Akuma can jump in 
with a Zonku Hadoken ahead of him, he con land safely and start a 
ground attack pattern. You can‘i let Akuma do this. Parry this attack 
and don’t let him have a free jump-in. Pay careful attention to Akuma 
canceling any ground atiacks info o Hyakki Shuu. If he does, catch him 
with a Shootdown Bockbreaker (you must react quickly!) during the 
upward part of his jump. Be patient and don’t let Akuma pin down 
Hugo. Create openings with parries and capitalize with command grabs. 
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Lowa 
NORMAL MOVES 
STANDING l Jab 


LP is an incredible close range : 
+6 J 6 )) ES 






poke that comes out quickly and 
has a huge amount of frame 
advantage after it. It’s possible to 
perform walk up LP walk up LP 
repeatedly, then mix in walk up 
throw or walk up LP > MP > 
+ + LK target combo for great 
close range mind games and 
pressure. 


MP is a palm thrust with frame 
advantage offer it. Possible to 
verify and link a Yami-Shigure off 
this move. Good at close ranges 
when mixed in with walk up LP 
and throws. If opponents think 
you might throw and try to tech, 
hit MP then land a super art. 


COSTUMES 


dit 045 
dH + 4015 
M1 + H0ts 


dW + 11015 


SPECIAL NORMALS 


More flash than substance, it’s cool fo see, but not to use. 


Slow leaping overhead with a huge frame advantage after it. For the 
most part, this move cannot be parried and punished very easily, plus 
it links into Yami-Shigure. Very few normal or special moves can hit 
Ibuki offer a parry. The only option for many characters is to parry 
and go strait into a super art with a four frame or less start up. Some 
characters don’t have any way to really punish Ibuki from doing this 
move over and over. If you want to get back in after any blocked 
string or foiled attack, this is the move to use. 
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YW + HONS 
WH + DIS 


STANDING CLOSE 


dH + MW +d1 


This two hit uppercut is used to initiate to some of Ibuki’s chains. 
Unless you plan on using a chain, it’s uses are extremely limited. 


A slow spin kick that can cancel into Koube Kudaki. 


Remarkably fast with great priority; goes over low attacks 
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STARTUP (9. }(faq| 
Cat) 





START UP a: a 





A slide kick vith decent range. It’s safe if it hits late from the right 
distance, plus it’s hard to avoid during foot games. 























CROUCHING 


+ + MP is an okay poke, and it’s 
possible to cancel into a super art 
somewhat late into the recovery of 
the move. Is a passable way to 
combo Yami-Shigure on reaction to 
hit, although it's not easy to do so. 


Although difficult, + + LK, + + LP 
is Ibuki’s most flexible opening to 
land damage off low attacks. 
Cancel into an EX Tsumyji or Yami- 
Shigure for decent damage. + + 
MK is an overall decent poke, fair- 
ly fost, and it has a good recovery. 


+ + HK > HK chain is the open- 
ing to some of Ibuki’s most dam- 
aging juggles. Use it in punish- 
ment situations or when you're 
willing to kill flexibility for dam- 
age in woke ‘up situations. If 
apponents block the sweep, chain 
jato HK and cancel into a back- 
wards super jump to get away 
Hum harm, 


JUMPING 


Jumping forward or backward 
HK has a startup of eleven 
frames, instead of the ten from 
jumping straight up. 
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SPECIAL MOVES 
aida) 





Exploding close range chi blast. Great for Ibuki’s 
most basic and important combos. 


In gir, +» > +P 


Air based projectile that is thrown at varying angles 
depending on the button strength used. Mostly good 
when used in a defensive manner to push opponents 
away after some of Ihuki's offensive patterns and spe- 
cial attacks. The EX version throws two blades, comes 
out faster, and has an unusually long hif stun. Use it as 
an early jump-in that allows for combos afterward. 


Kasumi Gake l 





, . 
Cancel into this command dash behind some of 
Ibuki’s chains to get close after failed attacks, most 
offen LK > MK. Kasumi Gake can be risky if oppo- 
nents are expecting it. If Ibuki is hit during this 
move, she takes more damage than normal. Still, not 
bad option to help stay close. 





j 1] . 

For the MK version, press MK again to add an extra 
hit. Press + during the LK / HK versions, or + + MK 
after the second hit of the MK version, to kick low 
instead of high. The MK version remains safe if 
blocked, and can be used as a decent poke. The EX 
version comes out faster and hits more times; good 
for Ibuki’s best low hitting non super art combo: + + 
LK, + + LP > EX Tsumuji. 








Comes out quickly and does good damage, but isn’t 
safe. Use during foot games to catch opponents while 
they are standing up, trying to move out of Ibuku’s 
poke range. The EX versions of this attack comes out 
much faster and does more damage. However, if 
remains a risky attack in general. 


Tsuji Goe | 





Tsuji Goe is an overhead flip that can be canceled into 
a Kunai, Not the most useful move, but can be valu- 
able for escapting corners. Also works as a passable 
set up to make opponents block a Kasumi-Suzaku 
barrage for block damage. 





Kazekiri has some use in juggle combos) but other- 
wise is limited. The EX version comes out foster and 
doesn't knock down, allowing tbuki to come down 
with an air attack as she descends, provided it hits, 
It’s also Ibuki’s only good reversal, which is impor- 
tant fo keep in mind if you need to stop an atfack. 


Hen} 





Can be canceled into a Kunai or Kasumi-Suzaku dur- 
ing its recovery. Although slow as an overhead, use 
Hien as a set up to make opponents block a Kasumi- 
Suzaku for block damage. The EX version has hom- 
ing properties and does more damage. Decent way 
to instantly get into range to make opponents block 
a Kasumi-Suzaku or to go over projectiles and land © 
super art. 











SUPER ARTS 
SUPER ART | 
deeteeer 111 tosoniSuzoko) 





Great for punishing ground attacks with heavy recovery such ds projec- 
tiles. Kasumi-Suzaku also does a great daul ‘of chip damage, Use it to 
finish off opponents who are one or two moves away froma knockout. 
Ibuki con combo into Kasumi-Suzaky ‘behind! many of her ground 
chains, canceled into Kazakiri > Kasumi- 
Suzaku, It also combos after a Hien. Trick 
an opponent by doing the first two hits of 
LK, MK, HK chain, then cancel into Hien on 
the second hit. If you catch on opponent 
blocking low, immediately Kasumi-Suzaku 
for good damage. 







me 
Fi ‘ 
> Kasumi-Suzaku has three super meter stocks, 
os | so it is the ideal super art to use in tandem 
with EX moves. An EX Kazekiri canceled into 
Ti | Kasumi-Suzoku is a solid wake up maneuver. 


Recommended Super Art: 
Kasumi-Suzaku 


Kasumi-Suzaku provides Ibuki with the most meter, She has 
many good EX moves that are safe and keep her playing aggre- 
sively. EX Kunai are great ways to jump in, while EX Tsumuji is 
an excellent and safe ground attack, and EX Kazekiri is one of 
the best wakeup moves in the gume. To use another super art 
and be without these great EX moves really slows down Ibuki. 
Additionally, toward the end of many matches, it’s possible to 
utilize the huge chip damage that Kasumi-Suzaku inflicts to fin- 





ish off opponents in an efficient, if cheap, manner. 


COMBOS YOU NEED TO KNOW 


3 HITS 

TOTAL DAMAGE: 32 

Close LK > MK > Raida 
Verifable, Does okay damage. 


4 HITS 

TOTAL DAMAGE: 38 

Close LP > MP > HP > Raida 
Good for punishment situations. 
Knocks down. 

6 HITS 

TOTAL DAMAGE: 30 

4 +LK, + + LP > EX Tsumyji 


Flexible, verifiable combo that 
hits low. + + LK, + + LP is tough 
to link. EX Tsumuji is fairly safe, 
so no worries off a missed + + 
LK, + + LP Knocks down. 


5 HITS 
TOTAL DAMAGE: 44 


4+ +HK dose HK, super jump 
cancel straight up, + + HP > 
MK 


Damaging juggle starting off a 
low attack. Does decent stun 
damage os well. If it’s blocked, 
super jump cancel the clase HK to 
jump away to safety. 


6 HITS 
TOTAL DAMAGE: 40 
+ + HK ~ close HK, juggle with 


late ~ + MP (1 hit) > HP 
> Kazakiri (LK) 


Damaging juggle starting off a 
low attack. If it’s blocked, super 
jump cancel the close HK to jump 
away fo safety. Although it does 
less damage than super jumping 
canceling the close HK, then jug- 
gling with HP > MK, it knocks 
down instead of pushing away, 
then resets the match, leaving 
Ibuki in a position to attack while 
the opponent is waking up. 


9 HITS 


TOTAL DAMAGE: 54 


++LK > 4 + LP > Yomi- 
Shigure 


Verifiable way to land Yami- 
Shigure off a low attack. Good 
damage. Knocks down. 

7 HITS 

TOTAL DAMAGE: 47 


Koube Kudaki linked into Yami- 
Shigure 


Another verifiable way to land 
Yomi-Shigure. Knocks down. 





























SUPER ART Ill 


SUPER ART II 
fueteeeP Yori Doust) 


Yoroi-Doushi is like on option select super arf. If an opponent is within 
throw range, Ibuki hits instantly with a super version of Raida. It comes 
out in a single frame, so an opponent cannot jump out of it. However, if 
an opponent is not in range for Roida, the super art changes up and 
sends out a multi-hitting projectile. The start 
up time is much greater on this variation of 
the super art, and it is hard to get all the 
hits. Yoroi-Doushi is much better as a grab 
super art than a projectile super art. Also, 
it’s difficult to land, so if you miss, you must 
resort to other means to inflict damage. 
Yoroi-Doushi only has one super meter 
stock, so Ibuki is limited in her EX capability. 





If any of the kunai thrown during this super art connect, Ibuki slashes 
back and forth. The button used determines how far Ibuki throws the 
kunai. Also, the farther she throws them, the slower they travel. Yami- 
Shigure is a an excellent punisher of whiffed moves. It forces shotos to 
think twice before trying + + HK against 
Ibuki, Yami-Shigure also makes Ibuki’s over- 
heads more useful. It’s possible to link Yami- 
Shigure off Koube Kudaki, UOH, or after a 
properly timed Kunai. It combos easily from 
many of her ground chains, and links after 
MP as well os LP > MP target combo. 


(Cry) 


1P2/MP3/HP4 


Yami-Shigure only stocks one super meter, 
| so performing any EX moves prevents Ibuki 
1 from using this super art. Reduction costs 
Yami-Shigure in overall damage inflicted. 
For the best results, combo off her over- 
head attacks, MP link, or from + + LK, + 
+ LP > Yami-Shigure. 








TARGET COMBOS 









+ MP (1 HIT) > HP 


Against crouching Hugo, can be used for some inter- 
esting combos. It has a small amount of frame 
advantage after it, and HK juggles behind it. Juggle 
with both hits to reset opponent, then cancel into a 
command dash for an ambiguous ground cross up. 





JUMPING HP > + + MK 


Ibuki’s most damaging air chain. Comes out slower 
and pushes opponents back the furthest after it hits, 
making it the least flexible of her air chains. Good in 
cir juggles after + + HK > HK. 





[UMPING LK > + + MK 
Low damage two hit air chain. Fost, and doesn’t push 
Ibuki too far back after it hits, meaning it's easy to combo 
after when she lands. Her best overall jump in chain. 


JUMPING LP > -»+ HP 


Two hit jump chain with good range. Can be done 
from further away than most air chains. 


















LP > MP > > + LK 


Decent when used in combination with walk up LP 
pressure tactics. If opponents anticipate a walk up 
throw from that range, walk up and initiote this 
combo instead to foil tech throw attempts. 

















CLOSE HP (2 HITS) > + +HK > HK 


Damaging four hit chain that starts off of a mid level 
attack. Although much less damaging than some of 
Ibuki’s other combo options. The super jump cance- 
lable ending can help with momentum, keeping Ibuki 
on top of opponents after she combos. 






CLOSE LK > CLOSE MK > HK 


The close MK in this chain is cancelable. Don't exe- 
cute the entire chain, but LK > MK by itself is a 
decent, safe, and verifiable chain that is good for 
comboing into Raida. 









+ +MK > + + MK 


Doesn't combo, but i's a passable way to get closer 
behind some frame advantage after a blocked + + MK. 

































CLOSE LP > CLOSE MP (2 HITS) > + + HK 
> HK 


a) 
More damaging variant of Ibuki’s # + HK > HK 
chain, Slightly less useful as the second hit of MP 


tends to miss crouching opponents, but decent for 


punishment situations. It's possible super jump cancel the last HK if 


CLOSE LP > CLOSE MP (1 HIT) > HP 
High damoge three hit chain that’s good for various 





combos in punishment situations. The HP in this chain 
whiffs versus most crouching opponents. 





10 HITS it connects. 

TOTAL DAMAGE: 53 

Close LP > MP > HP > Yami- : 

Shigure + + MP (2 HITS) > + + HK > HK 


Another variant of Ibuki’s # + HK > far HK chain, 


Good in punishment situations. 
but lacks any real use. 


Knocks down. 

8 HITS 

TOTAL DAMAGE: 51 

MP linked into Yami-Shigure 


Easy and verifiable. Always look 
for a hit every time MP is used. 
Knocks down. 








STRATESBY 





ibuki plays very well as a total rush down character. She has multiple 
attack strings that cancel into other attacks that allow her to keep pres- 
sure on constantly. She also plays well in a more careful style of poking 
from a distance, only attacking when it’s safe. At mid-rage, + + MK is 
a great poke. Although it doesn’t cancel into anything, use it to punish 
whiffs and stop dashes from a distance. + + MP is another decent poke 
that goes over some low attacks and is cancelable on reaction to combo 
into Yami-Shigure. Against opponents large enough to be hit by 
Bonshou Geri, it allows you to keep them pinned down from far away, 
{t goes over any ground attacks, and is safe if blocked. In closer, oppo- 
nents might try to throw after blocking this move. Jump and hit with an 
instant air Kasumi-Suzaku. When just outside of its range, opponents 
usually dance back and forth and poke. If you are quick enough, catch 
opponents with an EX Kubi Ori while they are standing. This move comes 
out quickly, but it is not safe if it misses. 


\buki is more enjoyable when played with an aggresive mindset. Her 
dlose attack strings allow for constant pressure and a variety of mix ups. 
Koube Kudaki is the perfect attack to move her in close and start attack- 
ing. This move caries a huge frame advantage, and is almost always 
safe, even if parried. Hop over ground attacks to get in close with little 
fear. From this move, start attacking however you want. She is usually 
able to jump and cross up opponents, especially in the corner. Dash 
through your opponent for a tricky ground cross up, or start an attack 
string or tick into a throw. After any blocked attack string that moves 
ibuki out of range, a quick Koube Kudaki is always a good, safe way to 
get back in close again. 


LP is Ibuki's fastest move with a two frame startup. It also carries an 
amazing frame advantage blocked or hit. Against characters that get hit 
by this move low, LP is a great pressure tactic. Poke with jab, walk up, 
poke, and walk up and throw or + + LK, + + LP etc. If you think an 
opponent will stand up to either tech a throw or attempt to parry, do + 
+HK, HK and juggle. Mix it up even by jabbing a few times, then dash- 
ing through them and hitting them from the other side. 


Jumping MK is an excellent cross up. After a few ground attacks, Ibuki is 
usually pushed far enough away to be in range fo cross up an opponent. 
Her jumping MK is especially good in the corner where it typically cross- 
2s up. A great trick is to cross up opponents in the corner, then immedi- 
ately dash through them when Ibuki lands. This has the dual effect of 
being deceptive, and repositioning opponents back into the corner. 


When opponents jump in at Ibuki, she has an advantage of height, or 
Jack thereof. Opponents must perform jumping attacks late in order to 
hit her, so it is relatively easy to parry jump-ins. Parry and launch with 
AK, then juggle. Another good anti-air attack is to jump at opponents, 
then option parry air throw. It is hard to beat this tactic. Ibuki scores a 
knock down, which should be capitalized on wake up with a jumping 
cross up or any other offensive pattern. 


{buki has many air chains that work great as jump-ins, Properly timed 
Kunai is another move fo get in from the air. Hit with the Kunai to keep 
apponents in block stun long enough for her to land safely, then start a 


ground chain. It’s easier with an EX Kunai, but be careful since most 
anti-airs go right through Ibuki's Kunai. 


WAKEUP GAME 


Many of Ibuki’s best pokes and ground chains can be parried low, so 
Ibuki is better off either crossing up opponents, or just hanging around 
a waking opponent to start an attack string after the wake up parry win- 
dow. If you must attack, consider Koube Kudaki because of its relative 
safety, and frame advantage afterwards, It also hits as an overhead. 
Mix it up with + + LK, + + LP to ward off wake up parries. Ifa + + 
LK, + + LP combination is blocked, Ibuki is still in range to walk up and 
continue pressuring with LPs. 


When Ibuki is the one getting off the ground, she has a great wake up 
move in EX Kazekiri. It comes out quickly and beats almost all ground 
attacks. On the way down, continue to attack with either an air chain or 
a Kunai. This is a good wakeup move to surprise opponents with because 
it shifts the momentum into Ibuki’s favor. However, if opponents are 
quick to react, a Shouryuken or similar anti-cir will strike tbuki on the 
way down. If you just want to get a pressuring opponent away, cancel 
the EX Kazekiri into a Kasumi-Suzoku (HP). An EX Kazekiri is also good 
for trying to attack during openings in tick throw patterns. 


ADWANCED TACTIC 1: 
SUPER JUMP CANCELING 


Ibuki can super jump cancel her HKs to allow her to follow up close HK 
with air juggles, her HK with a jump-in, or cancel into a super art. Ibuki 
can super jump cancel HK and immediately link Kasumi-Suzaku in the 
air against a grounded opponent. She can also super jump cancel HK 
and cancel the very first frames of her jump animation into a super art 
to link Yami-Shigure on the ground. 


ADVANCED TACTIC 2: 
INSTANT AIR SUPER ART 


Kasumi-Suzaku is available to Ibuki close to the ground, almost imme- 
diately after she jumps. To do this instant air super art, input a super 
jump so that it doubles as the first QCF of a super art motion. It does not 
matter that you went to » instead of stopping at +. Input the second 
QCF immediately after the super jump to initiate the super art. This is a 
great way to fake out opponents and punish whiffed throw attempts. 
This is especially good against characters that get hit hy tbuki’s LP while 
they crouch. Tick with walk up LP two or three times, then go for the 
throw. The next time, tick with LP then use an instant air super art. 
Anyone expecting a throw gets hit by the quick fake out maneuver. 
There's another great setup fo use when Ibuki gels pushed away: do a 
MK, then cancel into Kasumi Goke (LK) and throw immediately after the 
dash finishes. The next time this situation presents itself, do an instant 
air super art the moment Ibuki recovers and catch opponents frying to 
tech the anticipated throw. 


SETUPS 


Ranges setups for UOH —> super art 


Against small and wide sized characters: 
(+ + LK, MK), UOH > Yomi-Shigure 
(LK > MK chain), UOH > Yomi-Shigure 


Against Oro: 


No setup is required. UOH > Yami-Shigure works in close on 
crouching Oro, 


RESETS 


If Ibuki connects with a + + HK, HK chain she knocks opponents into 
the air. One possibility is to super jump cancel and air combo, or reset 
opponents on the ground and go for on ambiguous cross up. As an 
opponent comes down, juggle from the ground with either MK or = + 
MP. HP iarget combo. Cancel the hit into Kasumi Gake. Mix-up the dis- 
fonces of the command dash to confuse opponents when they land. Hit 
with another + + HK, HK chain fo repeat this trick again and again. 








PARRY SET UPS AND TACTICS 


Ibuki has an air throw that can be used effectively os an air-to-air option 
with an option parry. Tap > before Ibuki is in throw range. If the oppo- 
nent did an attack, Ibuki will parry, then air throw. Without the oppo- 
nents attack, it simply turns into a throw. 


The last hit of LP > MP > HP target combo tends to whiff on smaller 
opponents. They may react fo this and try to retailiate. Down parry that 
attock and counter. 


GROUND CROSS UPS 


Ibuki can cross up Chun-Li, Makoto, Twelve, Alex, Ryu, Ken, Sean, Elena, 
Dudley, Oro, Necro, Hugo, Urien, and Akuma in any corner. 


Ibuki can cross up every character mid screen, 


FAVORABLE MATCH UP: HUGO 


When one of the ini characters in the game matches up against one 
of the slowest, the faster character‘typically is able to run rampant, and 
Ibuki vs. Hugo is no exception. Keep attacking with mult-hit jump-ins 


_(Hugo’s size allows him to-be-crossed up easily) and ground chains ta 


keep Hugo pinned down and unable to move. Attacking early in the air 
will beat any Shootdown Backbreaker attempts, and still permit Ibukito 
connect with the second hit of an air chain to keep her momentum going 
as she lands. 


Against Hugo, be on guard against random down parries. Many of 
Ibuki’s offensive patterns start with mid attacks that can be parried low. 
If Hugo starts to threaten Ibuki with parties, back off a bit and annoy 
him with her air supremacy. Jump in with EX Kunai to create a safe 
opening to start a ground chain, and chip him as offen as possible with 
Kasumi-Suzaku. 


31 HITS 
TOTAL DAMAGE: 72 
WORKS ONLY ON CROUCHING HUGO 


LP > MP > HP chain linked into MK > EX Kazekiri, and link LP > 
HP air chain on the way down; land and EX Kazekiri > Kasumi-Suzaku 


UNFAVORABLE MATCH UP: CHUN-LI 


Expect Chun-i to out reach and out prioritize most of Ibuki’s ground 
pokes. Fighting from o distance is hard against Chun-Li, but fighting 
from up close isn’t any easier. Many of Ibuki’s important nor acs * 
and ground chains whiff over a crovchi is hard to keep 

pressure on her, She also has one of 
‘counter a partied Koube Ku ) 
into a. Houyokusen for a ton of 
Hey is also not 0 


in EX Kunal, 


























NORMAL MOVES 


good for tick throw setups and 
other mix-ups. For example, 
after a blocked MP hesitate, then 
walk up and MP again (Or + + 
LK (x2)). The trick is to make it 
look like o throw attempt, that 
will lead to an opening. 


STANDING | shot, STANDING CLOSE Close Je ‘lose Shor 

MK comes out quickly, covers a START UF : GS staRTUP_ (4) (s] Close MP is a good poke with | 4 bet staRT UP (4) ee) 

large area and is useful against =F { +4 ] +4 a rf +2 }{_ +2 BD) frome advantage off of it, soitis = [{_+3 JI yes) =f +2 J ; | 
a Sa Fa 


anticipated jumps at close range. 








HK is a great poke that moves 
Ken forward slightly, has good 
ronge, and does heavy damage. 
From further away it goes over 
low attacks and beats them 
cleanly. Be careful though, it 
must hit because if it whiffs 


you're going to take damage. ; 
“Yi : Al 
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COSTUMES 
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SPECIAL NORMALS 


Two hit overhead with frame advantage. Fairly slow start up, but the Alunge kick that moves Ken forward. Due to its long 
ability to link a super art after it hits cannot be overlooked. Good in start up, it’s easy fo see coming, making it somewhat 
any mix-up situation, whether it's after a blocked cross up or done easy to parry. It also carries a slight disadvantage if 
when the other player is waking up after a knock down. blocked, leaving you in no position to start a real Yiu 
offense. Some players use this to their advantage as % 
bait for option select parries or a “psychic” Shouryuken, 
but this is risky. 













START UP 





| 
—— 





A lunging overhead kick that moves Ken forward. The overhead kick 
itself can be canceled, giving you the ability to mix up with a throw 
or + +LK (x2) to keep opponents guessing. However, Ken goes into 
asmall, noticeable recovery when you fake this move, which is open 
to attack from a player with fast reactions. The overhead itself is also 
not safe if blocked. 
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CROUCHING 


+ + LK has many uses. It is a 
quick poke that con be used for 
fick throw setups and mind 
gomes. After a blocked + + LK, 
you have many options: throw, 
hesitate ond + + LK (x2) follow 
vp, dash back and punish o reac- 
fion, etc. It chains into itself, so 
i's possible to combo + + LK 
(x2) into any super art. 
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+ +I is Ken's best poke for mid 
range fighting. It combos into 
Shippu-Jinrai-Kyaku from long 
range to punish whiffs or to apply 
pressure. 


Use + + HK to punish whiffed 
normals when you lack super 
meter. It comes out fast and 
knocks down, but has terrible 
recovery. It’s vulnerable to com- 
bos if blocked close, and some 
super arts from further away. 


JUMPING 


Use jumping HP to get in safely. If opponents block, you have significant frome advantage to set up a throw 
or some mix-up into a super art. For instance, jumping HP, land and hesitate, making it look like a throw setup, 
then + + LK (x2), super art. Jumping HP also has the property that if it’s executed at the latest possible 
moment before hitting the ground, it is totally safe from any ground parry attempt. 


Jumping MK is arguably the best cross up in Street Fighter Ill: 3rd Strike. Because its hit box is so large, it can- 
not be crouched under (unlike Ryu’s cross up). When opponents are waking up, making them block a cross up 
gives you a fairly large frame advantage to work with, putting you into prime mix-up position. 


START UP 4 


Pr nan 






SPECIAL MOWES 
Hadouken) 


In some ways, this is Ken’s ideal poke, Because of its 
limitless range and the speed at which it travels, 
characters trying to play a normal foot games cannot 
moke this poke whiff, they must deal with it in some 
shape or form. Because of the semi-slow start up and 
its heavy recovery, Hadouken is a fairly risky move 
to do at mid range, the range you would normally 
want to perform it. Many characters, like Chun-ti, 
can hit Ken with a super art, hit or blocked, during 
the recovery of a normal Hadouken. Parrying also 
reduces the usefulness of this move since opponents 
no longer need to block or jump over the projectile. 
They can just tap forward to nullify it altogether. This 
makes throwing a Hadouken at the wrong time a 
game-losing decision. The EX version is only slightly 
better. Although it hits twice, knocks down, and trav- 
els faster, it is still unsafe versus some super arts if 
blocked at point blank range. 

tee tk Tatsumaki Senpuu Kyaku | 


— 








On start up, it has o small window of invulnerability, 
giving it the ability to consistently beat opponents’ 
attacks. The HP version of Shouryuken is ideal as 
anti oir with its lorge invulnerability window ond 
multiple hits. The EX version hits 4 times, making if 
harder fo parry if someone is jumping in on top of 
you. Shouryuken (LP) is useful for dealing damage. 
Many of his most flexible and damaging combo 
options use the Shouryuken (LP) because of its mas- 
sive range, high damage, and the ability to juggle 
after it with another Shouryuken. 


In air, + ¢ + +K_Totsumaki Senpuu Kyaku | 
C6) 











+ + MK > Tatsumaki Senpuu Kyaku combos versus a crouching character, however if it's blocked, the " 
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Totsumaki Senpuu Kyaku completely whiffs leaving you open to attack. The EX version has the same proper- 
fies, but does more damage and hits more times, The jumping version of this move's votue lies in its abilify to 
change the arc of Kens jump. This comes in handy when trying to get out of corners. The EX version of the jump- 
ing Totsumaki Senpuu Kyaku isa different story altogether. if done during the downward arc of a jump that 
would normally land ig the front of an opponent, the EX version carries Ken over, hitting frombehind and cross- 
ing up. After it hits, opponents are immediately put into a juggle state, allowing follow ups for more damage. 


THROWS 








SUPER ARTS 
SUPER ART | 


tue eu > tP 


= __Shoryu-Reppa | 


Compared to Ken’s other super arts, Shoryu-Reppa is not a good choice 
in high level play. Although it is easily comboed into and does more 
damage than Shippu-Jinrai-Kyaku, it is no where near as useful. The 
extra damage it inflicts does not make up for the greater length of the 
super meter. Shoryu-Reppa simply does not 
compare with Shippu-Jinrai-Kyaku when it 
comes to Ken's ground game, and Shinryu- 
ies Ken is superior as anti air. 








Recommended Super Art: 
Shippu-Jinrai-Kyaku 

There is no question that Shippu-Jinrai-Kyaku is Ken’s best 
super art. It provides the ability to control spacing from max 
range and in close. Any mistake from opponents can lead to 
a super art. It makes laying a methodical ground game with- 
out any guesswork possible. In addition to all its great fea- 
tures, it holds three stocks of super meter, allowing the free- 
dom to use an assortment EX moves in addition to keeping 
the threat of Shippu-Jinrai-Kyaku. Shippu-Jinrai-Kyaku 
works with almost any style of play, from hyper-aggressive, 
























SUPER ART Ill 


turturtk 


SUPER ART II 
exo ox + 4K (tap K rapidly) Shinryu-Ken | 


Shinryu-Ken is one of the best anti-air super arts, After it connects, mash 
the kick buttons for exira damage. You can vary the timing of the start 
the super art from early to late in a jump in to confuse parry attempts. 
Shinryu-Ken remains effective at all times, and is invincible on the way 
up. Use it to blow through air projectiles 
from characters like Akuma and Ibuki. 
Shinryu-Ken combos easily off of Ken’s tar- 
get combo or + + LK (x2). If you are within 
afew + +LK’s distance, punish throw whiffs 
with + + MK > Shinryu-Ken. 


Shippu-Jinrai-Kyaku ] 


Shippu-Jinrai-Kyaku is one of the best super arts in the game. The bar 
is short and holds three stocks. It combos verifiably off of all of Ken's 
important moves. It comes out quick enough to punish moves and is 
deadly from all ranges. It’s possible to hit confirm it off of + + LKs, tar- 
get combo, + + MP. MP his special normals, 
HP, ond Straight. With oll these aptions, Ken 
—| has high and low options as well as close 
and far options to land this super art. If you 
want to play it safe, you never need to get 
inside of an opponent's throw range 
because Ken can go into Shippu-Jinrai- 
Kyaku from + + LK (x2) or + + MP 





The biggest drawback to Shinryu-Ken is that 
it must be used in close. Although it is excel- 
lent if used as anti-air, Ken doesn’t really 
have the ability to pressure opponents into 
jumping at him. Outside of a few + + LK’s 
distance, Ken is never a real threat to do big damage. Most characters 
are free to poke from medium distance without fear of retaliation. Ken 
must play aggressively to get inside and create opportunities to land this 
super art, or he must be defensive and bait jumps so he can unleash an 
anti-air Shinryu-Ken. 


Ken's up close options are incredible, but his 
ability to control space from just outside of 
his maximum range with + + MK > 
Shippu-Jinrai-Kyaku make it a dominating super art. Keep people out of 
range wilh + + MKs while buffering super art motions. When just out- 
side of maximum range, if opponents dash in or try to poke at the same 
time, Ken’s + + MK hits and the super art automatically executes. A per- 
fect time to try this is after a teched throw attempt. Ken is positioned at 
ee the perfect distance to buffer + + MK —> super art safely. Stay just out- 
HAIN side of range with enough super meter and wait for an attmpted attack. 
salts If Ken is positioned just right, counter the whiffed attack as it retracts. 








CLOSE MP > CLOSE HP 
Two hit command chain with a cancelable last hit. It 


is Ken's only verifiable way to land damage without 
a super art. Shouryuken (LP) and Shippu-Jinrai- 





fo on all out turtle game. 


COMBOS YOU NEED TO KNOW 


+ +MK > EX Hadouken 
Safe low combo using an EX 
move. Knocks down. 


Close MP > close HP > 
Shouryuken (LP) 

Ken's basic, verifiable combo. In 
the corner, juggle with a kara 
canceled Shouryuken (LP) for on 
extra 17 damage. Knocks down. 


Close MP > Shouryuken (LP), 
juggle with another early kara 
canceled Shouryuken (LP) 


High damage non super combo. 
Good for punishment situations. 
Knocks down. 


Cross up jumping EX Tatsumaki 
Senpuu Kyaku, land, dash for- 
ward; as soon as possible, juggle 
with Shouryuken (LP), when Ken 
recovers, immediately juggle with 
a kara canceled Shoryuuken (LP) 


156 








+ + LK, + + LK > Shippu- 
Jinrai-Kyaku 

Flexible, verifiable way to land a 
super art. If + + LK (x2) is 
blocked, Ken remains fairly close 
and has a slight frame advantage 
to work with to mount another 
offense. Walk up throw, short 
walk up + + MP linked into 
Shippu-Jinrai-Kyaku, walk up 
close. + + LK (x2) > Shippu- 
Jinrai-Kyaku, or walk back a step, 
Universal Overhead linked into 
Shippu-Jinrai-Kyaku are all affec- 
tive patterns in this situation. 


+ + MK > Shippu-Jinrai-Kyaku 
Good way to punish whiffed attacks 
for solid damage. Knocks down. 


+ + MP linked into Shippu- 
Jinrai-Kyaku 

Verifiable way to land a super 
art. Useful in situations when you 
are too far away to land + + LK 
(x2) > Shippu-Jinrai-Kyaku, 
specifically set ups after a 
blocked attack. Knocks down. 




































Close MP > close HP > Shippu- 
Jinrai-Kyaku 


Verifiable way fo land a super. 
Knocks down. 


Inazuma Kakato Wari linked into 
Shippu-Jinrai-Kyaku 
High damage combo starting off 


of Ken's command overhead. 
Verifiable. Knocks down. 


dose HP > Shouryuken (MP) 
> Shippu-Jinrai-Kyaku 

High damage super combo. Best 
way to deal damage with a super 
art if the combo is guaranteed. 


Good for punishment situa- 
tions. Knocks down. 


Kyakuu both combo off of this chain for solid damage. 


Close MP > Close HP > 
Shinryu-Ken 


Verifiable way to land a 
Shinryu-Ken off of a 
mid level hit. Knocks 
down. 


4 +LK, + +LK > Shinryu- 
Ken 

Verfiable ond flexible 
woy to land a 


Shinryu-Ken off of a 4 . LS 
low attack. : yy OR | 
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STHATE6BU 


fen’s general strategy revolves around landing Shippu-Jinrai-Kyoku 
vepeatedly. It's important to keep at least one stock of super memter 
ready to go. When you have less than one and a half stocks, don't use a 
super art even in a guaranteed combo situation. When Ken doesn't have 
enough meter for a super, he loses his ability to control space from mid 
w long distances. Also, from up close, Ken cannot do any significant dam- 
age starting low, so he is at risk for a high parry of his target combo. 


When you lack sufficient meter for a super art, counter attack whiffed 
imbs with + + HK, and pressure with HK. Don’t miss here, or you are vul- 
erable to counter attack. Once you are able to get in close, via knockdown 
x a jump in, cycle between throw setups, the target combo, and over- 
deads. Since you are at risk for high parries, mix it up with dash backs. For 
stance, + + LK (a typical tick throw setup), then dash back instead of 
throwing. Look for movement from the character, such as a whiffed tech 
throw attempt, and punish it with a + + HK. If they did nothing and con- 
Shue fo block low, dash back in and either throw or target pa 


Some good throw setups with Ken are: 


+ + LK, wolk up throw 

+ +LK, crouch ond hesitate, kara throw 
+ +LK, whiffed LP walk up throw 

LP throw 

MP walk up throw 


When Ken has enough meter for a super art, he becomes a dominatin 
ground presence rivaled only by Chun-Li. Ken’s + + MK has the length 
and priority to beat out most ground attacks. Keep opponents from 
approaching on the ground by zoning with this move. It's possible to use 
++ MK > super art against many actions on reaction, such as dashes 
ond forward-moving special moves. The idea is to bait a low attack by 
moving just in ond out of the opponent's maximum poke range. Make 
it appear as if you could be hi, then counter attack during the recove 
of the whiffed move. This should instill fear in opponents on the ground, 
making it easier for Ken to get in, if that's your plan. Ken is so atecive 
from maximum footsie range that you may decide to fight the entire 
match from that distance. This can frustrate opponents, especially those 
characters that-must be in close to fight effectively. 


With his ability to out range and zone opponents, many may resort to 
wmping to gain a fara position. Ken has plenty of anti-air options 
to deal with airborne opponents, Shouryuken (LP) beats all jump ins, 
ond has the ability to juggle with another Shouryuken (LP) for nice 
damage. The Shouryuken must be done late to Hi the damaging 
juggle. At only one hit, this move is parry bait. It’s best to Shouryuken 
iL?) only when you see the jumping opponent throw out an attack first. 
Shouryuken (HP) on the other hand is 3 hits (4 on EX). Vary the timing 
to throw off parry attempts and you have a solid anti-nir defense. Mix 
it up and dash under opponents from time fo time. If hey committed to 
an air attack, they cannot block when they land. Dash under and either 
+ + LK (x2) or target combo > super art. 


Against airborne opponents, Ken has arguably the best air to air move 
in the game, jumping EX Tatsumaki Senpuu Kyaku. It hits multiple times 
ond sets up a juggle state. It’s possible to either combo with Shouryuken 
(LP), or sef up a reset situation. Even if opponents manage to parry 
every hit, Ken is usually safe from any retaliation. It can be used effec- 
fively as anti-air as ved As soon as you see an opponent jump, super 
jump towards them and EX Tatsumaki Senpuu Kyaky immediately. 





An aggressive Ken player should have no problem getting in from the 
air. Ken has a late jumping HP which is seiko from the groun 
if parried. If opponents block the punch, hesitate until they are out of 
block stun, then mix it up with throws, # + LK (x2), and target combo. 
He also possesses one of the best cross ups in the game in jumping MK, 
If the cross up is blocked, go into any one of his numerous up close pat- 
terns similar to his wake up game. One trick that is sure to work a few 
times is to immediately do Inazuma Kakato Wari upon landing from the 
cross up. The natural reaction of defending players is typically to block 
low after a jump in, so they are open to an overhead attack. 


WAKEUP GAME 


After a knockdown, apply pressure with Ken's mix-ups. Turn any mis- 
take from opponents into an opportunity to land a super art. Ken has 
sufficient low and high options, and overhead attacks, that lead into 
super arts. Change up your pattern offen to discourage opponents from 
attempting to parry. Once you train them to block on wakeup, go ahead 
and throw. If opponents are worried about potential throws, they often 
try to tech them. Attempting to tech a throw at the wrong time will be 
an opening for you to land a super art. Start any tick throw pattern and 
change it into a super setup. For example: 


+ +LK, + + MP > super ort 

+ +LK, crouch and hesitate, + + LK (x2) > super art 

+ + LK, whiffed LP + +LK (x2) > super art 

+ + LK, MP super art 

LK, target combo ‘ super art 

MP + + MP > super art 

+ +LK, dash back + + MK — super art 

Ken has many quick fake out maneuvers used to trick people on wake 
up. For example, whiff standing LP over an opponent's head right 
before they get up, then immediately throw. The missed move makes it 
look like you are going for something other than a throw, leaving oppo- 
nents open for one, Next time on wake up, whiff the LP and they might 
anticipate the throw, so instead use + + LK (x2) > super art. You con 
do the same sequence with a whiffed + + LK into throw, then do a high 
attack that is verifiable into a super art. Ken’s kara throw is also pretty 
good for fake outs. He can kara throw from one low short’s distance 
away. After a kara throw in the corner, Ken is at his maximum range to 
kara throw again, The range is deceptive. Just stand there for a second 
and do nothing, then surprise opponents with another kara throw. 


Ken's + +MP link > super art must be mastered, + + MP is fast and 
has high priority. It is safe enough to use often in close mix-ups. The key 
to playing Ken is to capitalize with a super art after any landed hit. Ken 
has the ability to link or concel into super arts off of almost any poke. 
+ + MP his most important link. Learn it and use it offen. 


ADVANCED TACTIC: KARA SHOURYUKEN 


It's possible to kara cancel + + HK (or + + MK) to increase the range of 


~ Shouryuken (LP): The extra range allows Ken to combo two Shouryuken 


(LP) in situations where he normally couldn't. The command input for — 
this is: > + + HK, « + LP It is difficult to do consistently, but if mas- 
tered, can really benefit your game. In many instances you create open- 
ings to land + + MK > super art from close ranges. Instead, if you do 

+ +MK ‘Shouryuken (LP), mr Shouryuken, not only will you do more 
damage, buf you save super meter. In those instances where you are 
close ond you bait a tech throw whiff, instead of + + MK — super art, 
go for + + MK > Shouryuken (LP), kara Shouryuken. 


SETUPS 


Ranges setups for UOH —> super art 


Against small and medium sized characters 
(+ +LK, + + MP), HOH >. eA 
(HK), UOH > Shipputinrai:Kyaku 
(Target combo); kara UGH ~> Shippu-Jinrai-Kyaku 
(Close MP. + + MP), kara UOH > Shippu-Jinrai-Kyaku 


Against medium-sized characters 


(Close MP. LK), UOH — Shippu-Jinrai-Kyaku 
(+ +LK, dosh back), UOH > Shippu-Jinrai-Kyaku 


Against wide characters: 


(Close MP. + + MP), UOH — Shippu-Jinrai-Kyaku 
(+ + LK (x3)), UOH = Shippu-Jinrai-Kyaku 


Against Hugo, Elena: 
(Target combo), UOH > Shippu-Jinrai-Kyaku 


Against Oro: 


No setup is required. UOH — Shippu-Jinrai-Kyaku works at close 
distance on crouching Oro, 





AMBIGUOUS CROSS UP SET UP 


Shippu-Jinrai-Kyaku leaves opponents at the perfect distance to set up 
an ambiguous cross up. After connecting with Shippu-Jinrai-Kyaku, hes- 
itate a split second, then super jump towards your opponent, timing it” 
so that you land at the exact moment they get up. Ken lands right on 
top of them, moking it difficult to determine on which side he lands. 
Before jumping, move a tiny step forward or a tiny step backward to 
further ‘oars your opponent. When Ken lands, immediately start his 
target combo, This gives you enough time to determine what side Ken 
is on so you can verify a hit and combo into super art. If you have 
another super meter ready to go, repeat with another super jump. The 
idea is to force opponents to guess on what side Ken will fond. 


RESETS 


Reset 1: After a jumping air to air EX Totsumaki Senpuu Kyaku, stand 
LP to reset, then dash forward. Ken dashes up to opponents right as ey 
recover on the ground. From there, you have the advantage to aftad 
first from close range. You can throw, + + LK (x2), target combo, or 
dash back and counter. 


Reset 2: After a cross up air EX Tatsumoki Senpuu Kyaku, MK to reset, 

then dash forward. From there, Ken is at a perfect distance to super 

jump and cross up with another air EX Tatsumaki Senpuu Kyaku to 
repeat the process, 


PARRY SETUPS AND TACTICS 


In wakeup ond up-close situations, you can option parry on any of the 
hesitation or tick throw setups. Start a tick vast setup with + + LK, 
bring the controller back to neutral, then tap down. If the opponent 
stuck out a low poke, you will parry it. Take advantage of the situation 
and launch into + + MK — super art. If the opponent did nothing, con- 
finue on attack pressure or throw. 


Ken can cross up the following characters in any corner: 










Twelve, Alex, Dudley, Necro, Hugo, Urien 


Ken can cross up Chun-Li and Elena only in his own corner. 


FAVORABLE MATCH UP: YANG 


Ken can have an easy time against Yong if he is patient and has quick 
reflexes. Ken’s + + MK out ranges Yang, making if hard for Yang to get 
in dose on the ground. Although you cannot just stick out + + MKs ran- 
domly (Yang can retaliate during the recovery with EX Tourov Zan). Ken 
must patient and keep Yong from gefting close. Yang cannot use EX 
Tourou Zon to get in on Ken because if blocked, Ken can unleash Shippu- 
Jinrai-Kyaku 


+ Yong usually tries to get in close from the air. His dive ki 
jump in, although he is very vulnerable to.anti-airs. Ken 
and use either jumping HP or even better, jumping EX Ta 

Kyaku any dive kick attempt. A Shoun ken is 

be tricky with whiffed dive kicks, Wh 





‘MP/HP/EX Tourou Zan, punish the recovery 






lage oF th 

Chun-Li has no super meier. Chun-Li without meter is not a threat. il 
Chun-Li's dominance comes from the fear of her + + MK > s te ; 
Ken must be aggressive ond win the first round before she builds super 
meter. After that, Ken must be extremely patient and careful. Chun-Li is 
similar to Ken in that any connected hit can lead to a super arf. Ken 
must defensively, but cannot let Chun-Li pressure him into the corner. 
Jumping HP is a good way to get close to Chun-Li when she is control- 
ling the ground. Get in close that way and fry a mix-up pattern to land 
a super art. If you are able to get close to Chun-Li, know her maximum 
ranges. After + + LK (x3) you are just outside of her + + MK range. 
Bait her to stick out + + MK and use HK to counter it. You can do the 
same after a blocked target combo. If you are quick enough, punish her 
++ MK with a $ + MK > super art. 











iiakhoto 
NORMAL MOVES 


In close, MP is fantastic for wake 
up games, with a large amount 
of frame advantage after it, 
allowing Makoto to verify and 
link a super art or LK > Hayate 
(LP) after it. Also good for 
Karakusa ticks if blocked. 


COSTUMES 


di + 1045 
M1 + uDIS 


dW + unis 






Kaoruna has a slight amount of 
frame advantage offer it and can be 
linked into a Seichusen-Godanzuki. 
Decent poke at close ranges. 


2") Parry 
Turning sweep with good range. 
Hold HK to “fake” (cancel) the 
attack, allowing Makoto to mix in 
her command grab. 





A turn kick with great range, plus 
it’s hard to avoid during foot 
games. 











START UP (is 


au 
I 





dH + YW + dl 


MH + HDIS 


Astraight with exceptional range. 
Decent in foot games if used 
sparingly. Poor recovery and 
start up, so use with caution. 


Two hit punch extension at the end of the Shimaki. Passable damage 
for a move with such good range. 





A toe kick that moves Makoto 
forward and serves as an okay 
poke up close. Use for starting 
resets after an EX Hayate. 














































SPECIAL MOVES 





CROUCHING 


+ + MP is a decent, cancelable 
poke. Use it outside of an. oppo- 
sent’s poke range while finishing 
the input for a Hayate. If the oppo- 
sent dashes or hits a button, + + 
MP hits and cancels into Hayate, + 
+ HPis an okay sweep with decent 
range and executes quickly. Not a 
safe move, it needs to hit. Use it to 
sunish whiffed attacks. 


+ + IMK has great priority, beat- 
ing mony random normals. It has 
aslight frame advantage after it, 
ond links into Seichusen- 
Godanzuki. + + HK has good 
ange and covers a ridiculous 
smount of space. Safe to do if 
you correctly anticipate a jump 
ser a comboed Hayate. 


JUMPING 


Jumping MK is o decent cross up 
and a good addition to Makoto’s 
sffense. Use the frame advantage 
atier if its blocked to set up oppo- 
sents for a Karakusa mix up. 


domping HK has fantastic priori- 
% great range and executes 
wickly. It also serves as wonder- 
we onii-cir, 


____ Hayate} 


+x > +P 








Hayate is a quick dash punch with great range, but 
leaves Makoto vulnerable if it’s blocked. The button 
strength determines how far the attack goes. The LP 
version can be added after any of Makoto’s cance- 
lable normals. After it hits, Makoto has a slight frame 
advantage, the perfect window to start a mix up 
game. Karakusa or + + LK > Hayate again are 
both good in this situation. It’s also possible to link a 
Seichusen-Godanzuki after the Hayate. The EX ver- 
sion has more range, knocks down, and is safe if 
blocked. It's possible to juggle after the EX version if 
it hits in the corner, although what you're able to do 
after it is very character specific. After pressing QCF 
+ punch, hold punch and press a second punch but 
ton to cancel the Hayate. If you hold punch without 
canceling, Makoto yells out and poses before she 
executes Hayate. To do a special taunt, press HP + 
HK after hitting an opponent. 


 =—2 = 
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4+e<«+P 
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Fairly slow overhend attack, but super art cancelable. 
The EX version knocks down and gets on unbeliev- 
able speed increase, making it easily the game's 
fastest overhead. A terrifying move fo deal with in 
wake up situations. 


START UP 


START UP 
i rh 


(— — (— 











THROWS 






















Awkward anti-cir uppercut, but super jump cance- 
lable if it hits. It’s oble to stop cross ups in a limited 
manner,and inflicts a remarkable amount of stun 
damage. Good for juggles after a connected Abare- 
Tosanami. The EX version moves forward slightly, 
moking it easier to land as an anti-air. 


___ Karakusa } 





A command throw that allows moves to link after it. 
Her entire offense can revolve around landing this 
move. This is vital to Makoto’s mix up game, and can 
lead to major damage with a super art or 0 number 
of resets affer a normal Hayate hits. 


Tsurugi ] 


teedlK 

















A jumping axe kick with slow start up. Fairly hard to 
parry as a jump in ond can be used in juggles after 
landing a Abore-Tosanumi. The EX version gets a 
major speed increase. Good if used the second 
Makoto leaves the ground for a jump, making it a 
fairly fast overhead that’s safe. 











SUPER ARTS 
SUPER ART | 
dxcteesP _ Seidusen-Godanzuk) 


Seichusen-Godanzuki hits for big damage when linked off o normal 
attack. It's possible to verify Seichusen-Godanzuki from linking: MP. > 
+ MP + + MK, dose HK, and Hayate. Linking off of a Hayate gives 
Makoto the ability to land a super art from a full screen away with one 
hit. Punish whiffed pokes with Hayate 
linked into a super art. + + MK is a high 
priority low poke, as is MP at mid level. 
These links ore useful for landing 
Seichusen-Godanzuki. Makoto doesn’t have 
any low attack to verify a hit to combo into 
Seichusen-Godanzuki. However, + + LK 
links into Seichusen-Godanzuki up close, so 
use it fo punish whiffs and throw attempts. 
Seichusen-Godanzuki is generally an all 
around good super for Makoto because of 
its numerous combo opportunities. 





Seichusen-Godanzuki only stocks one super, 
so EX moves are generally out of the question if Makoto’s goal is to land 
a super art. If this super art hits Yun or Yang in the corner, they recov- 
er in time to hit Makoto with Sourai Rengeki and Tenshin Senkyutai 
before she recovers from her last hit. 


Recommended Super Art: 
Abare-Tosanami 

While Seichusen-Godandzuki is a good super art and gives 
Makoto many chances to land damage off many of her best 
moves, it just doesn’t carry the same raw intimidation factor 
that Abare-Tosanami does. With Abare-Tosanami stocked and 
ready to go, Makoto is just one Karakusa away from stunning 
opponents. The damage she can inflict with the combos and var- 
ious resets is incredible. Makoto rushing down is a fearsome 
thing. When opponents try to avoid a Karakusa it leads to 
Makoto landing damage on opponents without using her super 
ort. Hit them as they jump away from an anticipated Karakusa. 





SUPER ART II 
Aeebee eK Aborerosonon] 


The lost punch con be canceled into either a dash or a super jump, set- 
ting up juggles and reset situations. The ability to combo after the super 
art is what makes Abare-Tosanami one of the game’s most deadly super 
arts. Even the most basic combo starting from her Karakusa fills almost 
90% of the stun gauge on most characters. 
It is a guaranteed stun on Akuma ond 
Remy, which leads to easy “the match is 
over” combos. Against other characters, 
Mokoto can reset and do 50/50 mix ups 
that can stun and lead to huge damage. 





Abare-Tosanami combos off of Karakusa 
anywhere from the corner to mid screen. If 
an opponent is hit at least once before 
landing a Karakusa, o full Abore-Tosanami 
combo is almost certain to stun. Against 
crouching opponents, combo into Abare- 
Tosanami behind Oroshi (MP). Oroshi hits 
as an overhead and is hit confirmable. 


The HK version of Abare can be used to go over projectiles and punish 
characters from a full screen away. Makoto is vulnerable as she jumps 
up to the wall before starting the super art. If she is hit before reaching 
the wall, she does not initiate a super ort freeze, so no super meter is 
lost. Abare-Tosanami stocks two supers, ideal for EX use while keeping 
the threat of o super art. 


TARGET COMBOS 


+ +MK > HK 


An awkward chain that doesn’t combo. However use 
it os a way to tick into Karakusa if opponents start 
anticipating the HK follow up to the target combo. 





COMBOS YOU NEED TO KNOW 


2 HITS 
TOTAL DAMAGE: 18 
+ +LK > Hayate (LP) 


Makoto’s only low combo worth 
doing, but still not safe. IF it hits, 
she has frame advantage to work 
with, allowing you to put oppo- 
nents into a 50/50 situation with 
a throw/attack mix up. 


3 HITS 
TOTAL DAMAGE: 29 
MP linked into LK > Hayate (LP) 


Flexible, verifiable way to land a 
Hayate (LP). If MP is blocked, use 
the frame advantage to start 
another mix up. Going straight 
into a Karokusa or + + LK > 
Hayate (LP) are both effective in 
this situation. 


3 HITS 

TOTAL DAMAGE: 30 
Karakusa linked into an early HP 
> Hayate (HP) 


Solid and very easy option off of 
Makoto’s command throw. 

3 HITS 

TOTAL DAMAGE: 38 


Karakusa linked into on early HP 
> EX Hayate 


Slightly more damaging option 
off of Makoto's command throw. 
Knocks down. 

6 HITS 

TOTAL DAMAGE: 76 


+ + MK linked into Seichusen- 
Godanzuki 


Safe, verifiable way to land 
Seichusen-Godanzuki. 


8 HITS 
TOTAL DAMAGE: 76 


MP linked into LK > Hayate (LP) 
linked into an early Seichusen- 
Godanzuki 


Flexible, verifiable way to land a 
Seichusen-Godanzuki. Knocks 
down. 


8 HITS 


TOTAL DAMAGE; 61 


Karakusa linked into an early HP 
> Hayate (HP) linked into an 
early Seichusen-Godanzuki 


High damage Seichusen-Godanzuki 
combo off of Makoto's command 
throw. 





7 HITS 
TOTAL DAMAGE: 82 


MAKOTO GRABS OPPONENTS 
WHILE CORNERED OR NEAR 
THE EDGE OF THE SCREEN 


Karakusa linked into an early 
HP > Abare-Tosanami, cancel 
the last hit into a forward dash, 
then juggle with Fukiage (HP) 
super jump canceled straight up 
into a jump HP 


Massive damage and stun dam- 
age. Almost a guaranteed dizzy 
against most characters, 


7 HITS 
TOTAL DAMAGE: 74 


Oroshi (LP) > Abare-Tosanami, 
cancel the last hit into a forward 
dosh, then juggle with Fukiage 
(HP) super jump canceled 
straight up into a jump HP 


Abare-Tosanami combo off of 
Oroshi. Very good damage. 


SUPER ART III 
Ayetee eR TanderRen) 


When Makoto activates Tanden-Renki, she glows red and powers up, 
resulting in all attacks inflicting 75% more damage until a timer expires. 
However, Makoto loses the ability to block during that time. This super 
art is meant for Makoto to go on an all-out offensive rush. Expect any 
smart opponent to go on an all-out offen- 
sive rush on Makoto during Tanden-Renki. 
If Makoto isn’t the one doing the attacking, 
she must anticipate and parry any incom- 
ing attacks. Makoto must score hits, and 
quickly, or else she is going to be helpless 
versus random attacks. Comboing into 
Tonden-Renki for massive damage is only 
possible in very specific situations by can- 
celing her Fukiage. 






































12 HITS 
TOTAL DAMAGE: 87 


Karakusa linked into an early HP 
> Abore-Tosanami, cancel the 
last hit into a forward dash, then 
juggle with another Abare- 
Tosanami, super cancel the last hit 
into a forward jump, juggle with a 
short Tsurugi, land juggle again 
with a Hayate (HP), then finally 
juggle with another Hayate (HP) 


Massive damage. Large amount 
of stun damage as well. 














STHATEBY 


Mokoto’s game plan revolves around landing Karakusa. Land one, and 
#50 combo for big damage and stun. Makoto must get close to do her 
Semage; fortunately, she has the tools to get there. Her dash is incred- 
By fast and far reaching. Also, use it to sneak up on players during the 
secovery of any whiffed pokes. Use Hayate for the same purpose. These 
waves come out quickly, and are o-good way to capitalize on openings. 
Tennecting with a Hayate leaves Makoto in an advantageous position, 
where she can work Karakusa mind games. 


The obvious option is to immediately Karakusa. Often, people expect 
Se Karakusa and attempt to jump away. If this is the case, after the 
Soyate, immediately + + LK > Hayate (LP). If they try to do anything, 
%e hits them and the fighters are back where they started. Another 
aotion is to skip the + + LK and just use Hayate (LP). If they try to 
emp, Makoto hits from close range and sets them up in a juggle state, 
Snish the combo with HP or Hayate. 


4 safer option after a Hayate is + + HK. This hits a jumping opponent 
and does not put Makoto at risk. However, it knocks away opponents 
and Makoto must work to get in close again. A more advanced tactic is 
on HP after a Hayate. Cancel the HP into a Hayate, immediately cancel 
sut the move, then dash forward. If opponents jump, Makoto hits and 
secovers quickly enough to get back in their face when they land. 


Mokoto is a momentum character. Her rush down is fast and powerful. 
Anything you can do to stay near opponents and move forward is to 
peur advantage because landing a Karakusa is the goal, However, 
expect opponents to continually jump back to escape any Karakusa 
stiempts. Punish these jumps, keep mixing it up until catching them on 
Se ground with a Karakusa. 


Mokoto inflicts damage quickly to opponents, however, her main weak- 
ness is the-randomness of her offense. You want to go for the big dam- 
ege off of the Karakusa, but you can’t become predictable. Mix up 
Sarakusa with knockdowns and random pokes to hit opponents as they 
Sy to jump away or counter. 


Makoto seems to be a character of extremes, either dominant, or losing 
badly. To be fair, what Makoto lacks in consistency, she makes up for 
wih her raw power and ability to do her damage off of one grab. She 
stuns opponents so quickly, and usually inflicts a tremendous amount of 
omage, even without landing a Karakusa, because opponents are con- 
Sanily being hit while trying to avoid it. Rushing down a defensive 
Sayer is a good tactic for Makoto. However, expect to run into wake up 
Shouryukens or super arts, simply because it's the nature of her game 
wlan to be in close most of the time. 


When an opponent jumps in, jump forward or backward and press HK 
ss soon as Makoto leaves the ground. It comes out quickly and has great 
vonge. Use jumping HK to shut down Yun and Yang from ever getting o 
Sve kick opportunity. If you are a bit braver, use LP as anti-air. If it hits, 
éesh under opponents before they land in an attempt to confuse them. 


WAKEUP GAME 


tending one Karakusa can lead to « big combo and a potential stun, so 
make landing a Karakusa your prime objective. Immediately attempt- 
eg. Karakusa as an opponent gets off the ground is acceptable, but 
Sony players expect that attack. Instead, tick on wake up to prevent a 
‘mp, then Karakusa. Some really good tick setups into Karakusa are: 








LP Karokusa 
MP. Karakusa 
+ +LK, Karakusa 
+ + MK, Karakusa 


Don't rely solely on this move, however. A kara-canceled EX Oroshi 
works after a tick throw setup. It hits as an overhead if opponents block, 
and is fast enough to catch them trying to jump away. Performing EX 
Tsurugi as low to the ground as possible is another quick overhead 
attack that knocks down. The more variety of attacks used to punish 
opponents for trying to avoid a Karakusa, the greater the chance they 
block the next time on wake up, leaving the door open for it. 


When Makoto is the one getting up, she doesn’t have many fast normal 
moves to help her get an opponent away from her. + +LK > Hayate 
(LP) is pretty good if you think they are going for a throw. Also consid- 
er parrying on wake up; it’s a complete guess, and shouldn't be done 
often, but Makoto has great damage and stun potential from one 
Karakusa that parrying shouldn't be completely ignored. If you make a 
habit of parrying on wake up with Makoto, opponents may be less will- 
ing to poke at her. If they hesitate and provide any breathing room, 
take the initiative and grab immediately with a Karakusa. This works 
surprisingly well and is embarrassing for them. 


One way for Makoto to get out of a corner on wake up is to do a Abare- 
Tosanami (HK). She flies fo the other end of the screen to safety. It’s a 
waste of a full super meter, but sometimes it is the only way fo escape 
a corner safely. 


ADVANCED TACTIC 1: 
KARA KARAKUSA 


Cancel a whiffed LK late into the move to kara cancel her Karakuso. 
Canceling the LK increases its range tremendously. Because LK involves 
Makoto sticking out her knee, it has a deceptive quality. If opponents 
react to that and decide to block, they are open for the Karakusa. Here 
are some good setups to get the proper range for a kara Karakusa on 
most characters: 


MP (x2), LK > Karakusa 
(+ + MP), LK > Karakusa 
After a Araiso (+), dash back, LK > Karakusa 


The LK must whiff in order for the Karakusa fo connect. If LK lands, the 
Karakusa whiffs because the target goes into block stun, so the distanc- 
ing must he precise. For one setup where the spacing isn’t important, do 
a LK over a waking up opponent. Make it look like a meaty attack, but 
time it so it whiffs. If timed correctly, it’s possible to kara cancel into the 
Karakusa to catch an opponent perfectly. 


Another kara cancel for LK is into Oroshi. This works well with EX Oroshi, 
regardless if LK hits or whiffs, 

ADVANCED TACTIC 2: 
INWULNERABILITY 


Tacchuu has 1 unique property: Makoto is completely, invulnerable 


immediately after finishing the head butt. Do not fouch any controls 


after throwing for the invulnerability to take place. It lusts a brief time, 


but itis long enough to put to use. The thraw knocks opponents just for 
enough away fo where they can still usually reach her with their longest 


Against small and medium sized characters: 5 


+ +MK (x2), UOH > Seichusen-Godanzuki 
+ +LP (x2), UOH > Seichusen-Godanzuki 


RESETS AND OTHER 
ABARE-TOSANAMI SETUPS 


Makoto has numerous resets and she can do after connecting with 
Abare-Tosanami. Resets enable Makoto to stun nearly any character off 
of a Korakusa. 


Reset 1: Karakusa, HP > Abare-Tosanami, super jump cancel forward; 
Tsurugi, land and dash under; MP Abare-Tosanami (HK), dash cancel 
forward under; Fukiage (HP), super jump cancel up and HK. This reset 
does 100% stun on most characters. 


Setup lo: Karakusa, HP > Abare-Tosanami, super jump cancel for- 
ward; Tsurigi, land and dash under; LP then kara cancel an EX Fukiage 
(kara cancel with LK) to cross up as they land; super jump cancel up and 
HK. This reset does 100% stun on shotos, Mix if up after the LP by dash- 
ing under, then EX Fukiage to un-cross up at the last moment. There’s 
also the option to land a Karakusa as they land. 


Setup 2: Karakusa, HP > Abare-Tosanami, dash cancel forward under 
and Fukiage (HP), super jump towards and jump HK; land and dosh 
under for either + + LK > Hayate or Karakusa for 100% stun on most 
characters, 


Setup 3: After an EX Hayate in the corner, Shinbuki to knock opponents 
into flip recover to land on their feet. This sets up a perfect kara 
Karakusa. This is also on opportunity to dash under certain characters 
for a tricky ground cross up. 


PARRY SETUPS AND TACTICS 


After Makoto lands a Hayate, she is in prime position fo attempt a 
Karakusa, Many players anticipate this and try to knock her out of it 
with a quick + + LP Time the > motion of the Karakusa just as they 
recover from the hit stun of the Hayate. This way, if they do poke, 
Makoto parties, then grabs. If they block, she simply grabs them. 


GROUND CROSS UPS 


Makoto can cross up Twelve, Alex, Dudley, Necro, Hugo and Urien in any 
corner 


Makoto can cross up Ibuki mid screen, 


FAVORABLE MATCH UP: AKUMA 


Concentrate on one thing against Akuma: landa Karakusa. Once that’s 
done, it’s all over for AKuma, Makoto stuns Akuma off a Karakusa with 


off for 6 100% combo. 
make it difficul 








poke. Continue to stand after the throw, and allow them fo try if. The Ma 


move passes right through her, leaving « window of opportunity for a 
Hayate during the move’s recovery. This works well against shotos since 
+ + HK is their only move that can reach, and its recovery is long 
enough for her to punish if. Stand up to bait a low poke after the neu- 
tral throw, then Hayate counter or dash in and Karakusa. 


Karakusa is also invulnerabile immediately after finishing. This should- 
n't make any change since you should always start a combo after she 
lets go of her opponent. 


SETUPS 


Ranges setups for UOH > super 


Against small, medium, and wide sized characters: 
MMP (x2), UOH > Seichusen-Godanzuki 
MP. + + LK, UOH — Seichusen-Godanzuki 
++ MP UOH > Seichusen-Godanzuki 





Karakusa attempts along with Makoto's other pokes. Chun-Li just needs — 
mash on + + LP whenever Makoto is clase fo prevent her from doing 
her thing, Even if Makoto parries, Chun-Li con always cancel into an EX 
Spinning Bird Kick on reaction. Tough break for Makoto. 


For Makoto to win this match up, she must get in and trick Chun-Li. Take 
advantage of Makoto's quick dash fo get in on Chun-Li after she whiffs 
one of her high priority pokes such as Hokkei. If she isn't in the recov- 
ery of one of her moves, do not dash in. A low forward > Houyokusen 
could come out at any time. Play patiently and carefully, with the goal 
of not getting hit by Chun-Li's low forward. Makoto only needs to land 
one or two Karakusas to turn this match around in her favor. 
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her most basic follow up. If she has enough meter, she can finish him —.. 









llecra 
NORMAL MOVES 
STANDING 


MP has good range, is super can- START UP a] 


celable and goes over a variety of Es 
er foes : a pen - 

whifted attacks and completely ium) oe 
shuts on certain character a oot 
types, like shotos. Stay just out- fies 

side an opponent's best poke | PARRY 
range and whiff MP while ‘ 
inputting the command for 

Electric Snake. If opponents hita  { START UP 
button, they get hit and eat a 
super art. 


























MK is a good mid-range poke that 
goes over some low attacks. Can be 
parried high or low, so its use is lim- 

ited. HK ie great range with an 
upward angle. Use from far away 
early in anticipation of a jump. 





COSTUMES 


dH + HW +d] 


dl + uDIS 
YW + HOS 


START UP (3 ia STARTUP (_4_)( (Sy 
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Stretching upword knee atiock 





A quick poke that's useful up close. Aeon uppercut nae Use in Necro’s target My = for ole Necro’s ay 


Cancels intoa super artonreaction _tible to parries. It serves to set up (* + LK > MP), and i's a other decent mid level attack. that carries a huge amount sf 
to a hit. This is Necro’s best move juggles, and is a passable anti-air. decent way to land super arts. frame advantage after it. Good e= 
to get people off of him. 


anti-air or in damaging combas 
used for punishment situations. 





Great for combos. It’s fast, does good damage, and puts opponents Button strength determines the angle of descent. Extremely impor- 
into a juggle state after it hits. Although the juggles off of it are fair- tant fo Necro’s offense as it’s the main way he gets close, Use to keep 
ly limited, against Alex and Hugo Necro can juggle with this move six opponents locked down in the corner. 

times in a row for massive damage. 















CROUCHING 


while they are dancing around. 
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JUMPING 





THROWS 
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START UP 





+ + IMK has extremely good range for a low attack. During foot games, try to catch opponents with this move 
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SPECIAL MOVES 


> += +P (Push P rapidly) Electric Blast 


ae 3 ee 
alae 


Decent anti-air. If the LP version is used against jump 
attacks mid screen, it’s possible to juggle with a far 
HP If it’s parried, tap punch to make Electric Blast hit 
again, making parry attempts hazardous. The LP 
version is also good for extended juggles after an 
Electric Snake. Electric Blast (HP) also has one use in 
a ground combo: Tornado Hook (HP) linked into a 
Electric Blast (HP), which does massive damage. 


Reh Snake Fang | 





Leg grab that hits low, and has great range. In the 
corner, it’s possible to juggle after this move connects. 
This move carries a large frame disadvantage after if, 
meaning Necro will eat « super if it’s blocked. There is 
also no reason to do this move over + + MK, unless 
cornered and the plan is to land Magnetic Storm or try 
for minor juggles. Against crouching opponents, it's 
possible to combo into this attack behind Elbow (MP). 


____ Rising Cobra) 
x all 


af. 1 


ame 
» Dat 





Command overhead attack. Fairly slow, easy to antic- 
ipote. The EX version is slightly faster, does more 
damage and hits twice. 











A juggle set up that’s good for various combos. The 
LP version is safe if blocked. The HP version puts 
opponents into a long hit stun, allowing you to link 
after it. The EX version hits more times and does 
more damage. 


>. 














SUPER ARTS 
SUPER ART | 


A more powerful version of Electric Blast. It combos easily off of Necro’s 
main pokes: MP, Elbow (MP), and his target chain, Juggle with Magnetic 
Storm after a Snake Fang in the corner, but the damage isn’t that great. 
Magnetic Storm works well as an anti-air, although opponents tend to 





bounce up and miss some hits. It absorbs 
some projectiles, so it’s useful against 
Akuma and Ibuki’s air attack. Electric Storm 
has its uses, but the damage is not remark- 
1 able, and it only stocks one super meter. 


Recommended Super Art: 


Electric Snake 


The high stun damage, two stocks of super meter, and the easy 
combo and zoning possibilities that Electric Snake brings to 
Necro’s game makes it his super art of choice. Necro doesn’t 
rely on his EX moves, but having access to them occasionally 


comes in handy. 


COMBOS YOU NEED TO KNOW 


3 HITS 

TOTAL DAMAGE: 21 

+ + LK Tornado Hook (LP) 
Necro’s basic combo, Safe if 
blocked. In the corner, juggle 
again with Elbow Cannon for 14 
extra damage. 

2 HITS 

TOTAL DAMAGE: 24 
CORNER ONLY 

Neutral throw, juggle with on 
early walk up MP 


Decent damage off of a throw in 
the corner. Use it os an opening 
for a basic reset with either walk 
up a step, then universal over- 
head, or + + MK as opponents 
hit the ground. 


2 HITS 

TOTAL DAMAGE: 36 

Anti-air Necro Upper, juggle with 
early Elbow Connon 


Decent anti-air juggle that inflicts 
decent damage and knocks 
down. 


7 HITS 

TOTAL DAMAGE: 48 

Tornado Hook (HP) linked into a 
Electric Blast (HP) 


Damaging non-super art combo 
that knocks down. 

6 HITS 

TOTAL DAMAGE: 53 
~+iKK-+K>MP OD 
Electric Snake 


Verifiable way to land an Electric 
Snake. Passable damage and 
knocks down. When near a cor- 
ner, juggle afterward for extra 
damage. 


11 HITS 

TOTAL DAMAGE: 59 
CORNER ONLY 

Neutral throw, juggle after with a 
Magnetic Storm 


Great damage off of a throw. 
Knocks down. 
















































SUPER ART II 
AuetuesP Slam Dane] 


SUPER ART III 
fxetvesP Hare Snake) 


Flectric Snake does fairly good damage and stun. It combos from max 
range off of Necro’s most important pokes, namely MP and Elbow (MP). 
Cancel Elbow (MP) somewhat late to verify the super art. It is also pos- 
sible to verify MP, but it is much faster and harder to do so. Cancel 
Tornado Hook (MP) on reaction to a hit to 
combo into Electric Snake. The last hit 
bounces opponents up into the air and sets 9) 
up juggle opportunities in the corner. ie | 





It’s possible to combo into this after o Tornado Hook (HP) because of the 
turned around state that move leaves opponents. Unfortunately, if 
Necro doesn’t combo into Slam Dance, he has no other guaranteed safe 
method to land it. It has a window of invulnerability at the beginning, 
which allows Necro to grab opponents 
through pokes, but this must be largely 
quess work. If opponents do nothing, they 
can also jump out of Slam Dance because of 
its slow start up time. 


Electric Snake stocks two super meters, soit 
is ideal for EX use. Use Electric Snake to go 
@ under projectiles from full screen and pun- 
ish opponents. 


Drill Kick is a decent setup against oppo- 
nents in the corner. When Necro lands, 
immediately use Slam Dance. If opponents 
jump to escope, hit with Necro Upper and 
juggle with Elbow Cannon. This works 
because Slam Dance recovers so quickly 
thot most players are not prepared for Necro’s anti-air attack. It is hard 
to actually land Slam Dance unless you parry or combo into it. Fishing 
for damage after Slam Dance misses might be the best you can hope 
for. In the corner, it’s possible to catch Hugo in the air with a Slam Dance 
after Tornado Hook (LP) in the corner. 


TARGET COMBO 


COMMAND: + + LK > MP 
The MP ending whiffs vs. some small crouching char- 





acters, namely Elena, Yun, Yong, ond Chun Li. 
However, it is cancelable and a decent way to land an 
Electric snake. 





15 HITS 
TOTAL DAMAGE: 75 


Knee Missile linked into + + 
LK—> Magnetic Storm 


Easy, high damage Magnetic 
Storm combo. Good for punish- 
ment situations. Knocks down. 


11 HITS 
TOTAL DAMAGE: 58 


Tornado Hook (HP) linked into 
early Knee Attack —>Tornado 
Hook (MP) > Electric Snake; 
when Necro recovers, immediate- 
ly juggle with early Electric Blast; 
when Necro recovers, juggle with 
early Elbow Cannon 


High damage and stun damage 
off of a Tornado Hook (HP). 
Knocks down. 


pT HATESY 


Necro has many long range moves, but he is surprisingly effective from 
dose range. He is also good in a mid range footsie battle against char- 
acters that are large enough to get hit by MP while crouching. Use MP 
we pressure, and look for any movement. If you see it hit, cancel into 
Hectric Snake. MP goes over low attacks and has good range. Keep 
Saracters out, and use if to punish whiffed attacks. This move is espe- 
dally good for zoning against shotos. When outside of their greatest 
poke range, whiff Elbows to build super meter. Mix it up with MK and + 
= MK to do a good share of damage to opponents. 





# you frustrate opponents on the ground, they might try to jump in. + 
= MMP comes out quickly and reaches far. If it is parried, Necro remains 
safe because he quickly retracts his arm. However, the move doesn’t 
bave the best priority. If opponents expect a + + MP they can do an 
early jumping attack to beat it. Use Necro Upper occasionally, too. It 
works as anti-air, and sets up a juggle. A Electric Blast (LP) is also good 
= anli-air. It sets up a juggle (follow up with HP). 


Drill Kicks are great for getting in and playing aggresively. He can exe- 
cule them low to the ground, making it hard to hit with an anti-air. 
Another good jump in is jumping HK. This hits from for away and links 
Bectric Snake when Necro lands. Good for getting up close or applying 
sressure from for away. 


When Necro gets close on the ground, use Tornado Hooks to keep on the 
forward pressure. After a Tornado Hook (LP), Necro has many options 
fo mix it up. Go low with a + + LK > Tornado Hook, attack from mid 
fevel with Knee Attack > Tornado Hook, throw, parry, or do another 
Tornado Hook-{LP). Doing Tornado Hooks (LP) over and over can actu- 
ally be effective, although this move is fairly easy to red parry on the 
second hit. 


Necro doesn’t have the best set of moves to scare a woking up oppo- 
sent. His overhead attacks are slow and he doesn’t have a jumping cross 
ap. The best thing for Necro to do is to keep pressuring with mid and 
ew attacks into various Tornado Hooks. Add in throws to keep oppo- 
sents guessing. 


Drill Kicks are a good way to keep pressure on waking opponents, and 
® play tricks on them. Walk up right next fo them as they are getting 
se and jump over them and Drill Kick (HK) down. Change it up and land 
Sehind them, or land right on top of them. It is hard for them to tell 
where Necro is going to hit. Necro has another Drill Kick trick to use 
‘wer landing an Electric Snake. Dash up once, then jump backwards and 
Dill Kick (MK). Necro lands right behind opponents right at the last sec- 
sed. It's tricky; and sets Necro up to combo + + LK (x2) > MP ond 
‘encel into Electric Snake if it hits. 












When Necro is the one getting off the ground, expect to have some 
trouble against aggressive opponents. Elbow (MP) is your best bet. It 
comes out quickly and if late cancels into Magnetic Storm or Electric 
Snake on reaction. If you can’t find an opening for Elbow (MP), you 
may need to resort to a strategic parry to get out of a bad situation. 
Necro also has a hard time dealing with cross ups. Try to keep opponents 
away as best you can. 


SETUPS 


Ranged setups for UOH > super art 
Against medium sized characters: 


(MP), UOH = Electric Snake 
(Knee Attack), UOH > Electric Snake 
(Knee Missile), UOH > Electric Snake 


Against wide and large sized characters: 
(MP), UOH > Electric Snake 


Against Oro: 
No setup is required. UOH > SAI works at close distance on 
crouching Oro. 


RESET 


Reset 1: After a throw in the corner, hit with MP to knock opponents 
back on their feet. Take a small step forward to set up a perfectly dis- 
tanced UOH that links into Electric Snake. Mix up by taking just a tiny a 
step forward, less than needed to connect, so that the UOH whiffs in 
front of opponents. Land and throw to start this pattern over again. 


PARRY SET UPS AND TACTICS 


Necro has a slight frame advantage after Tornado Hook (LP). At this 
range, most players go with a low attack against Necro. Parrying down 
in this situation often works. After a successful parry, combo Knee Attack 
Tornado Hook (MP) —> Electric Snake. If they do nothing and you 
crouch, immediately throw or do another Tornado Hook (LP) to set this 
situation up again. 


If you use + + MP for anti-air enough times, it’s hound to get partied. 
Do it early enough, and Necro is safe from any counter attack. So after 
n opponent parries, tap > as soon as Necro recovers to counter parry 
jumping attacks. 


GROUND CROSS UPS 


Necro can cross up Hugo in any corner. 


FAVORABLE MATCH UP: AKUMA 


Necro’s MP gives Akuma a hard time on the ground. It goes over all of 
Akuma’s low pokes and hits while he’s crouching. If Necro hits Akuma, 
cancel into Electric Snake on reaction. Electric Snake does a massive 
amount of stun to Akuma, on top of ifs regular damage. Keep Akuma 
at maximum MP distance and keep poking over his low attacks. If 
Akuma ever gets close, be patient, and hit him with Elbow (MP) > 
Electric Snake. Akuma’s offense can be pretty hard to deal with some- 
times, but Necro only needs to hit Akuma with one or two basic combos 
to stun him. Then it's all over for Akuma. 


Necro has on easy 100% stun combo on Akuma. If Necro taunts first, 
the follow up combo does 100% life damage as well. In the corner, hit 
with Knee Missile, link MP —> Electric Snake, juggle with Electric Blast 
(LP) > Electric Snake, then juggle with Elbow Cannon for the dizzy. 
When Akuma gets up, Tornado Hook (HP), and either do o Snake Fang 
(LK) or Electric Blast (HP). 


UNFAVORABLE MATCH UP: CHUN LI 


Chun-Li gives many characters problems, and Necro is one. Chun-li 
ducks under Necro’s MP, his main mid-range poke. Most of Necro's good 
pokes leave him open to be hit by Chun-Li's + + MK > Houyokusen. 
Chun-Li's + + HP and + + HP tend to beat all of Necro’s moves. 


Necro has no choice other than to attack Chun-Li. From mid range, coun- 
terattack any whiffed HP Chun-Li does and poke with MK, but other 
than that, you must get close. Jumping HK is a good way to attack from 
long distance. Link Electric Snake behind a hit. Otherwise, rely on Drill 
Kicks to get in close. From there, play smart and don't get hit. Easier 
said than done, but it's possible. Because Necro has such a difficult time 
landing Electric Snake against Chun-li, Slam Dance is also a viable 
option against her. Drill Kick, land, and Slam Dance is o decent tactic, 
but if might be a better idea to save if for wake up. With it, Necro has 
a way to bail himself out when he gets knocked down by Chun-ti. 
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NORMAL MOVES 
STANDING ob sion, STANDING CLOSE 


HP is o fast two hit overhead that 
does good health meter damage 
and stun damage. This move is 
an overall good option for mix up 
games. 























Close MP is a super jump cance- 
lable two hit uppercut that sets up 
all of Qro’s most important 
extended juggles. Also good as 
onti-cir. 


A fast poke with good range, MK 
goes over low attacks and does 
decent stun damage and works 
well for punishing whiffed moves. 


HK inflicts extremely high stun 
damage for a normal hit. Decent 
range and speed, but still good at 
dose range when anticipating an 
attack. Use it in combination with 
Oro's back dash to avoid throws 
af close range, then punish the 
whiffed throw with HK. 





COSTUMES 


dH + YW + d1 


dW + HIS 
YW + DIS 
WH + HDS 









SPECIAL NORMALS 


Spinning back hand that moves Oro forward while attacking. Whiffs 
versus most crouching characters, limiting its usefulness. 


A second jump while in mid air, used for multiple tricks. If you jump 
in and suspect opponents will fry a ground based anti-air, perform the 
second jump towards ( # ) to barely clear the anti-air and land an 
attack if the whiffed attack has sufficient recovery. The second jump 
can also be used for cross up tricks, like jump over opponents while 
they ore getting up from a knock down, then double jumping back- 
wards towards fo set up a cross up MK. Depending on when you dou- 
ble jump during the first jump's arc, you can time the cross up MK to 
hit in front of or behind your opponent. 
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SPECIAL MOVES : 
Charge + + +P Nichiirin Shyou | Charge + + +P. Oat a 


CROUCHING 
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Spiraling uppercut. Usable in some combos and 0s 
wake up. EX version is foster and does more damage 







JUMPING 


Jumping MK is a decent cross up and helpful for setting up guessing games with some frame advantage. If it's 
blocked, walk up throw, HP. + + MK > Niou Riki, or back dash to HK are all options in this situation. 


+ +HP Vertical Fierce 


START UP (ci) 





















Three hit command grab. Blockable, but it cannot be Good for Oro’s extended juggles off of close MP. Can 
parried. It’s good for basic ground bombos, asit com- he used for some cross up tactics, like blocked close 
bos behind medium attacks. MK — Jinchuu Watari (MK), which crosses up oppo- 
nents, then doing close MK > Jinchuu Watari (LK), 

START UP C3) (cs] While Jumping, +> +K (top K rpily) Hitobashira Nor | en Ns _ ae - cs: ee " i 
(—Y— \— | ~ move is very unsafe if blocked, making it risky for 
Se tC e Ta] these applications. The EX version travels much faster 
7 ; and homes in on opponents. 
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Great as an “instant” overhead. When opponents 
wake up from a knock down, jump forward ond 
input the command as quickly as possible. The 
Hitobashira Nobori is performed close to the ground, 
making it a foirly fast overhead. It's also usable in 
other high/low mix ups. Example: After a successful 
knock down in the corner, jump towards your oppo- 
nent, timing it so that you will land just as they stand 
up, then do + + MK — Niou Riki. The next time in 
this situation, open with Hitobashira Nobori (HK) just 
THROWS before touching the ground, which hits as an over- 
head. Land, then juggle with MP > Jinchuu Watari 
for extra damage. 
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iP + LK Kubi-jime Katoguruma 





SUPER ARTS 
SUPER ART | 


Hur eu agP Kishin-Riki 


Oro has two ways to use this super art. Activate it with two punch but- 
tons and Oro hops towards opponents and grabs with Kishin Tsui, jumps 
high into the sky, then crashes them down into the ground for decent 
damage. It’s possible to combo into this grab with + + HP or try to bait 
opponents fo throw out a move and hop 
right through it to grab them. 


roach opponent, P 


The other variation to this super art is to 
activate with only one punch button for 
| Kishin Riki. The super meter turns into a 
} timer that counts down. During this brief 
time, all of Oro's punches become multi hit 
versions of his command throw. However, 
during this time, those throws are unblock- 
able. In the air, all of his punches become 
multi hit versions of his air throw. This ver- 
sion of the super art does not have much 
potential to deal much damage. Also, with 
only one stock of super meter, Oro doesn’t have the luxury to do EX 
moves and still have a super art ready to go. 





Recommended Super Art: 
Yagyou-Dama or Tengu-Stone 


Yagyou-Dama and Tengu-Stone both lead to punishing oppo- 
nents off a MP, or by starting a juggle in some other way. 
Yogyou-Dama has the added benefit of setting up multiple 
unblockable situations, but Oro must land a hit to set these up. 
Use Tengu-Stone to corner opponents and land damage while 
they try to block the onslaught of high and low attacks. Both 
super arts are good, and both can give Oro opportunities fo 
really hurt opponents, 





SUPER ART Il 
tur eu deP : Yagyou-Damal 


Oro sends out a large, slow moving projectile. The stronger the punch but- 
ton used, the higher the arc that the projectile travels, Use Yagyou-Dama 
in Oro’s juggle combos, It's also possible to use it as a safe way to get close 
to opponents. Send out a Yagyou-Dama, then follow behind it and attack 
safely. If Oro has all three stocks of super 
meter, activate the more powerful Yagyou- 
Oodama by pressing two buttons, Oro jumps 
up high and sends down out a monstrous 
projectile that hits many more times than a 
normal Yagyou-Dama. It can also be used in 
: juggle combos with the ability to continue 
9) ivsgling after Yagyou-Oodama hits. 


+} With three super meter stocks, it is the ideal 
4 choice if accessibility to EX moves is some- 
thing you desire. One of the most important 
uses of Yagyou-Dama is setting up unblock- 
able situations. After knocking down oppo- 
nents, send out a Yagyou-Dama, then jump over them and cross them up 
at the same time Yagyou-Dama hits from the other side.lt’s not too difficult 
to set up an unblockable from Oro’s juggle combos. Cancel o MP into the 
appropriate Yagyou-Dama, then dash up and jump over your opponent, 
and double jump straight up. Time it so Oro comes down with a jumping 
HK to hit from one side as the Yagyou-Dama hits from the other. 
Immediately start a new juggle combo with MP and continue to juggle and 
end with another MP > Yagyou-Dama. Keep repeating this unblockable 
situation so long as you have enough super meter and are positioned prop- 
erly mid-screen. This repeating sequence is usually easy to keep up 
because Oro builds meter during the juggles before the super art. 


TARGET COMBO 


COMMAND: CLOSE LK > MK 
Quick and safe chain with limited uses. 











SUPER ART Ill 


tu >tuostP Tengu-Stone 


There are two variations to Tengu-Stone. Activate with one punch but- 
fon, and three random floating items appear above Oro’s head that 
attack with him, increasing the hits and damage. This lasts until Oro's 
super meter is exhausted. This variation is useful for pressuring cor- 
nered opponents. It is extremely risky for 
opponents to try to atfack, so do not hesi- 
tate in yours. Even as they are blocking, 
they take chip damage from every hit. End 
| with a bit before the timer runs, then link 
| into o MP to start a juggle combo after the 
super meter expires. 


The other variation is Tengu-Midareishi. The 
timer runs out much faster, but Oro gets the 
floating items and can juggle with each hit. 
Use Tengu-Midareishi to continue a juggle 
combo when normal and special moves no 
longer combo, At the end of a Tengu- 
Midareishi juggle, juggle with another MP to keep it going for a few 
more hits. The Tengu-Stone stocks a single super meter. 















COMBOS YOU NEED TO KNOW 





4 HITS 

TOTAL DAMAGE: 34 

+ + MK > Niu Riki 

Easy ond damaging combo off of a 
low attack. Although it’s not safe, 


there are some set ups that require 
a good low combo to be effective. 


5 HITS 

TOTAL DAMAGE: 43 

Close MP (1 hit) >dJinchuu 
Watari (MK); land, then juggle 
again with a late close MP (1 hit) 
> Jinchuu Watari (MK); land, 
then juggle with Oni Yanma (MP) 


Damaging juggle combo. Good 
for punishment situations and 
knocks down. 

6 HITS 

TOTAL DAMAGE: 45 
Extremely late ~— jumping 
Hitobashira Nobori (HK) (1 hit); 


land, then juggle with close MP 
(1 hit) > Jinhuu Watari (MK) 


168 


Damaging juggle combo off of an 
overhead attack. Use with Oro’s 
basic jump in / empty jump in set up. 


9 HITS 


TOTAL DAMAGE: 45 


Close MP (1 hit) —>Jinchuu 
Watari (MK); land, then juggle 
again with late close MP (1 hit) 
> Jinchuu Watari (MK); land, 
then juggle with an early close 
MP (1 hit) > Kishin Riki activa- 
tion, then immediately jump and 
hit punch to juggle 


Asafe way to activate Kishin Riki, 
After the combo hits, Oro still has 
about 70% of Kishin Riki timer 
left. Decent for punishment situa- 
tions and knocks down. 


2 HITS 
TOTAL DAMAGE: 68 
+ + HP Kishin Tsui 


Easy, high-damage combo for 
punishment situations. Knocks 
down, 


41 HITS 
TOTAL DAMAGE; 44 


Close MP ty > Jinchuu 
Watori (MK); tand, then juggle 
with late close MP (1 hit) 
Jinchuu Watari (MK); land, 
then juggle with early close MP 
(1 hit) > Tengu Midore Ishi, 
immediately juggle with a HK, 
juggle with Mawashi Hiji, HK, 
Mawoshi Hiji, HK, Mawashi Hiji, 
Tengu Midare ishi ends; walk up 
a step to late close MP (1 hit) > 
Jinchuy Watori (MK); land, then 
juggle with late close MP (1 hit) 
> Jinchuu Wotari (MK); land, 
then juggle with an immediate 
Oni Yanmo (MP) 


Basic Tengu-Stone combo. For 
consistency, skip the Jinchuu 
Watari juggles at the beginning 
and do the MP (2 hits) > Tengu- 
Stone to start it. In the corner, 
replace the Mawashi Hiji juggles 
with HK. 































13 HITS 
TOTAL DAMAGE: 74 
MIDSCREEN ONLY 


Close MP (2 hits) > Yagyuu- 
Oodama; recover, dash for- 
ward 3 times, juggle with 
dose MP (1 hit) > 
Jinchuy = Wotari 
(MK); land, then 
juggle with late 
close MP (1 hit) 
> Jinchuu Watari ‘ 
(MK), land, then jug- 
gle with early Oni 
Yanma (MP) 


Decent damage 
and — knocks 
down. 


STHATEBY 





Off of a single MP, Oro has the potential to deal an impressive amount 
of damage. If he has a few stocked super meters, Oro has the ability to 
win a round off of a MP then a series of unblockable Yagyou-Dama set 
ups. The trick is landing the MP. Most opponents will be careful to avoid 
MP when Oro is close. The move has a recovery long enough that some 
characters can block and retaliate with o super art. Sometimes the risk 
is necessary due to the large reward. Oro must throw offen when close, 
The goal is to get opponents to react in a way that leaves them open to 
MP connecting. 





eee ee ee a Oe 


While patiently waiting for an opportunity to land MP. Oro has enough 
ways to possibly trick opponents into getting hit. Oro is fortunate to have 
many good ground pokes to frustrate and, more importantly, deal dam- 
age to opponents. HK and MK are both excellent for going over low pokes 
and keeping opponnets out of range. Both of these moves give most 
opponents enough trouble to where they will resort to jumping at Oro. 


Oro has many good ways to deal with jump-ins. The obvious move is MP. 
{f it connects, then a massive juggle combo and setup should follow. 
Unfortunately this move comes out somewhat slow and tends to get 
beat. However, if MP trades, it’s still possible to set up a juggle. Many 
opponents are aware of the danger of MP so use Oro’s quick dash and 
small size to combat jumping opponents. Wait as long as possible and 
dash under opponents before they land. If you are quick enough, it’s 
possible to catch them with an anti-air MP from the other side. If they 
land before Oro can connect with MP try + + MK > Niou Riki as they 
Jond, or go for a throw. If Oro is a good distance away, HK works sur- 
prisingly well as.anti-air. If you're playing aggressivly, meet a jumping 
opponent in the air with-an option, parry air throw. 


Oro’s back dash is extremely fast and useful. Use if similarly to a shoto’s 
back dash to bait out throw tech attempts. Whenever Oro is close, either 
back dash immediately or tick with + + LK or another quick poke that 
looks like a throw setup, then dash back. If you see opponents flinch and 
do something, use HK. If you want to stay close, dash forward and throw. 
After a back dash, Oro is also at a good distance to jump in, which is a good 
option if an opponent did nothing for you to punish after the back dash. 


Use Oro's double jump to invite anti-airs and jump out of the way. Jump 
towards opponents and either double jump back or upward to escape 
any possible anti air. This is a good way to land some hits and get close 
fo opponents. After missing with one or two anti-airs because of this, 
opponents are likely to be more conservative with anti-air attempts. This 
provides the opening necessary to get in on opponents to land MP. 


When Oro has a jump-in opportunity, an extremely late, close to the 
ground Hitobashira Nobori is an easy and deceptive way to land a MP. 
Jump and wait until Oro is almost at the ground, then execute a 
Aitobashira Nobori. Most characters will see Oro jump and do nothing, 
‘i jareparing to block low. You can hit them as they transition to blocking 
TY low, land, and juggle with MP and proceed to do any of Oro's many high 
( damaging options. This trick works extremely well in training opponents 
into blacking low as Oro get close to the ground, provided you have pre- 
‘ siously done nothing in the air, then immediately used o + + MK upon 
landing. Set this up after a backward throw. If opponents don’t quick 
recover, Oro is at a great distance to super jump in and use Hitobashira 
Nobori right before the opponent lands. 





WAKEUP GAME 


Depending on how Oro scores a knockdown, his wakeup tactics change. 
Super art selection plays a role as well. With Yagyou-Dama, go for an 
unblockable setup if it’s possible. Otherwise, trick opponents with dou- 
ble jump cross ups, or a Hitobashira Nobori, It’s available both very 
early and very late in Oro's jump. Get right next to opponents and do it 
as an instant overhead. If is too fast for players to react fo, most likely 
catching them as they block low. This is good for quick damage, and if 
knocks down, setting up another wakeup pressure situation. If you're 
having difficulty getting close, wait for a knockdown that an opponent 
quick recovers. Send out a Yagyou-Dama and follow behind it; while 
they are blocking the Yagyou-Doma, mix up overheads, low attacks, 
and cross ups from either jumping MK or Jinchuu Watari. Landing a hit 
while Yagyou-Dama is out usually leads to MP to start a juggle. 


With Tengu-Stone, use any knockdown os an opportunity to activate 
Tengu Ishi and get close to apply pressureand inflict as much damage 
possible. With Tengu-Stone activated, there's no need to worry about 
being hit on wakeup, except by high priority super arts. 


When Oro is getting up off the ground, he has a few decent attacks to 
push away opponents. EX Oni Yanma is a great wakeup move, Cancel it 
into Yogyou-Dama to potentially set up an unblockable situation if it 
hits, or it provides a nice opening to either dash up or jump in on oppo- 
nents. Oro’s LK comes out quickly, so it is useful in wakeup situations. 
Wait for an opponent to tick or do some sort of hesitation move, then 
retaliate with LK at the first opening. LK usually comes out quicker than 
a poke or throw attempt. If you want to get out of a corner, cancel LK 
into a Jinchuu Watari to escape, and possibly cross up al the same time. 


Oro's back dash is good for getting him out of trouble, except when in the 
corner. Back dash on wake up and HK to punish attackers. Back dash out 
of tick throw setups and any hesitation moves. Don't become predictable 
by back dashing too offen on wake up, Oro is vulnerable during it. 


ADVANCED TACTIC: 
UNBLOCKABLE YAGYOU-DAMA 


The easiest way to set this off is after repeated MP > Jinchuu Watari 
combo. Cancel the first hit of the last MP into a Yagyou-Damo. Yagyou- 
Dama should juggle opponents and knock them to the ground. This is 
important because they can't quick recover from a super art. Position 
Oro to double jump over the fallen body and come down to hit from one 
side os the Yagyou-Dama hits from the other side. The Yagyou-Dama is 
unblockable, and it's possible to link another MP to start a new juggle 
combo. Repeat this setup until the super meter is depleted. The meter 
builds throughout this combo, so you may keep this pattern going long 
enough to knock out opponents. The specific Yagyou-Dama variations 


and setups vary belween certain characters. Here are some basic setups~ 
f : : 


that work on a large percentage of the cust. = ’ 


SETUPS 
Setup 1; Against ee off of the Yagyou-Dama 


once, such as shotos. At the en juggle combo, cancel MP into 

Yogyou-Dama (MP). Wait just a second, then dash forward twice. It’s 
important to wait so you don’t end up dashing under them. You wont to 
dosh so that you push the opponent's body into position for the unblock- 

able Yagyou-Doma to connect on wakeup. After the dash, jump over 

their body, then double jump again in the same direction. As Oro comes 

down, hit with a HK before landing, By timing it to hit at the same time 

as Yagyou-Dama, it is unblockable. The Yagyou-Dama continues fo hit, 
and you are free fo launch a new juggle with MP. 


Setup 2: Against characters, such as Alex, Twelve, and Urien, that 
bounce off of the Yagyou-Dama fwice. At the end of the juggle combo, 
cancel the MP into a Yagyou-Dama (HP). As soon as you recover, super 
jump towards the opponent to position properly. When Oro lands, jump 
over the fallen body, then double jump again in the same direction. As 
Oro comes down, hit with HK before landing. 


Setup 3: Against smaller characters, such as Yun and Yang where you 
can’t do the repeated IMP > Jinchuu Watari combo, you must cancel 
into a Yagyou-Dama (MP) directly from the second hit of MP. Dash 
under opponents as they are juggled by the Yogyou-Dama. Jump 
straight up, and fime it so you can come down and HK before landing, 
hitting at the same time as the Yagyou-Dama hits from the other side. 


Setup 4: Oro is on the ground and the opponent is right next to him. If 
you manage to land a wakeup EX Oni Yonmo, cancel immediately into 





a Yagyou-Dama, then do one of the previous setups that is appropriate 
for the character type faced. This is a great way to setup an unblockable 
against an aggressive opponent. 


Setup 5: Use EX Nichirin Shou to confuse an opponent's ability to block. 
If you land a MP immediately perform an EX Nichirin Shou. Next, input 
a Jinchuu Watari (MK) to cross up right as they land. Oro hits them at 
the same fime as the EX Nichirin Shou, which can set up a MP to launch 
the opponent again. This setup is less usable because opponents can 
quick recover after the MP hit to roll away to safety. 


RESETS 


Reset 1: At the end of one of Oro’s juggle combos, reset for a tricky 
ground cross up setup. For instance, at the end of this combo: MP > 
Jinchuu Watari, MP > Junchuu Watari, instead of finishing the juggle, 
hit with LP. This resets opponents to recover back to their feet. Quickly 
dash under before they land to cross up. Start a new juggle combo if 
they don’t react in time to block properly. Mix this up by hesitating and 
dashing just a split second later so Oro doesn’t make it under their 
falling body. 


Reset 2: At the end of Oro’s repeated MP = Jinchuu Watari combo, 
eset opponents with + + HP. Cancel it into the Tengu Midareishi varia- 
tion of Tengu-Stone and begin a new juggle. This may not do any more 
damage than canceling direcily into Tengu-Stone for the full combo, but 
it does reset the stun damage of the new combo. 


PARRY SETUPS AND TACTICS 


Oro has an air throw that con be used with an option parry to be an 
effective air to air option. Simply tap > slightly before Oro enters throw 
ronge. If your opponent attempts an attack, Oro parties, then air throws 
them. Otherwise, the throw just comes out, 


GROUND CROSS UPS 


Oro can cross up Alex, Twelve, Hugo, Dudley, Necro, and Urien in any 
corner. 


FAVORABLE MATCH UP: AKUMA 


Akuma can teleport out of unblockable and Tengu-Stone setups on the 
ground. However, Akuma has other weaknesses that give Oro a slight 
edge against him. First and foremost, Akuma has a small stun bar, and 
Oro’s HK deals a ton of stun damage. Play footsie games with Akuma 
and try to land HK over one of his low pokes. It only takes a few to dizzy 
him. Oro’s small size also helps him out against Akuma, allowing him to 
duck under Tatsumoki Senpuu Kyakus, and dash under Zanku Hadouken 
pretty easily. There are many chances for Oro to land big hits on Akuma, 
If you can dizzy Akuma, then oper comb shaukt sal the deal. CC 


UNFAVORABLE MATCH UP: KEN 
Oro actually does quite well against Ken from 

arund Or even defends ons Hens 
Oro has trouble with this match up is because h 
against Ken. Oro con heat many of Ken’s po! 
expect trouble in gefting past Ken's low forwan 
The air i na better. Oro’s double jump tricks don’t work on Ken becau 
Ken can just do random EX Tatsumaki Senpuu Kyokus in the air to keep 
Oro grounded. Attacking oo, against Ken, If you ever manage Gar 
close, iis too risky to go for MP hecause if Ken blocks it, he has the 
chance fo land Shippu-Jinrai-Kyaku Oe a 
To win this matchup, play defensively. Be annoying and make Ken 
the aggressor. Beal him af poking games with MK and HK from a safe. 
distance. Maintain distance and don’t fet him rush you down. Dash bik 
whenever he gets dose and force him fo jump, then dash under him. 
Play keep away and slowly land your hits. Keep this up long enough 
generally leads to on anxious Ken player who might do something that 
leaves him vulnerable. You must capitalize on any mistokes, bu! don’t 
rely on this. Just play safe and don’t allow Ken to get in close. 












































NORMAL MOVES 
STANDING 4g jiot, STANDING CLOSE 


MK is good against some low 
attacks. It comes out fast and has 


decent recovery. = {I | § roe H | 
7 
HK has ridiculous range ond is =f : (GUARD i/L 5 tal 
Be) 0 (Parry 








very good against low attacks. 
However, it has absolutely terri- 
ble recovery. Don't bother with it ong 
against a Chun-Li with a stocked =f START UP 
super meter; hit or miss with it, j 
and Q is open to a super art. 
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COSTUMES 


dH + WW + dl 


di + HDS 
dW + HIS 
dH + HDS 
M1 + HBS 
MW + HIS 
WH + ms 















A swift uppercut that serves as a passable anti air. It’s susceptible to Lunging punch similar to HP. Faster start up and recovery, but does- 
parties. n't knock down. Whiffs versus most crouching characters. Use in jug- 
gles with Capture & Deadly Blow, otherwise avoid it. 






START UP 










START UP {ea 


~ 


A strange kick that ends with Q falling down. Terrible recovery, but Moving version of + + HK. Exact same properties as + + HK, except 
it’s cancelable, providing an opportunity to eliminate the recovery that it can be moved forward or remain stationary. 

with one of Q's safer special attacks. Could be used os an awkward 

anti-air, If it connects, it’s a safe way to land a taunt. 














SPECIAL MOVES 
te ~++P High Speed Barrage Charge <> +K Dashing Leg Attack | 
==—— aT » ry 


CROUCHING 
+ +HK hos a heavy stort up and A STARTUP (6 ff 
recovery. It’s a risky move, but =| i ( -2 (2 JC 2} 


does have strange priority to it. It 
aften trades with reversals. 














Button strength determines the angle at which Q Low hitting versision of Dash Head Attack, keeping 
“a8 attacks. Use as an early anti-air against players that the fast start up, but it has bad recovery. Can be 

: : parry often. The EX version hits multiple times for tricky to deal with when used in combination with the 

= more damage and knocks down. Good for a combo overhead variation of Dashing Head Attack. EX ver- 

(MK > EX High Speed Barrage) to deal damage in sion does more damage and hits twice. It's possible to 


situations when Q doesn’t have a charge for a — super cancel off of the first hit. 
Dashing Head Attack. 


Psat? (1S) 
et 
hh a . 


Low Roundhouse 


Charge + + +P Dashing Head Attack! Charge + > +P (hold P) Dashin Head Attack 





JUMPING 


Jumping LP (a.k.c, THE CLAW) 
a —] 


comes out quickly and stays out HSC] 
the entire arc of Q's jump. Good Get 
for throw set ups when blocked. b 








Jumping HP is a great jump in 
thot executes fairly fast and does 
heavy damage. 





Press and hold ony punch button for a overhead punch variation of the same move. Fast start up and good 
recovery. Makes this a large part of Q's offense. Good for various combos and lets Q get into his preferred 
range safely. The overhead variations can he tricky to deal with when combined with Dashing Leg Attack. The 
EX version sacrifices the good recovery for more damage and a juggle opportunity after it hits. 


+xutee tk Capture & Deadly Blow | 


ie 














Aslow command throw with incredible range. Can be 
juggled after for major damage. Great addition to 
Q's offense when combined with Dashing attack com- 
bos in mix up situations. 


THROWS 


(P+ LK Hokaku Oyobi Shinpu o Mochi to Tswuda (Kari) 


~ 














SUPER ARTS 
SUPER ART | 


Five Dash attacks, comprised of four mid level attacks and one low 
attack. Critical Combo Attack has an invincibility window at startup that 
can be used fo blow through attacks and projectiles. It hos a fairly slow 
start up, but itis still quick enough to punish certain moves, such as a 

blocked shoto + + HK. Close MK is Q’s only 





useful normal attack that cancels into super 
arts. Use that to cancel into Critical Combo 
Attack when you have an opening. It also 
super cancels from Dash attacks. It’s possi- 
ble to verify a hit on the Dash attack before 
canceling into Critical Combo Attack. Use 
Dash attacks to constantly apply pressure 
and make landing a super art a possibility 
from a full screen away. 


Critical Combo Attack stocks two levels of super 
meter. This gives Q the ability to use EX moves 


for combos and still have access to a super art. 





SUPER ART II 
fsstseeP _ Denily Double Combination) 


Q's most damaging super art; it combos similarly to Critical Combo Attack. 
It can also be linked behind an overhead Dash attack on crouching char- 
acters. It is effective as anti-air even though it is only one parry. The down- 
side to Deadly Double Combination is that is stocks a single super meter. 


SUPER ART III 
Seo tas eB then ss > 2P/K Total Destruction] 


During Total Destruction, there is a limited amount of time where Q has 

two moves that blow up himself and causes damage to opponents. The 

punch varation is a normal hit, while the kick version is a grab. The grab 

does more damage, but is much slower. Q glows brightly during the 
duration of Total Destruction. 





Total Destruction stocks only one super 
meter, so Q is limited on EX moves. Also, 
after activating Total Destruction, there is 
no guarantee on landing a hit before the 
timer expires. Both variations have 
extremely slow start up and can be escaped 
easily. 





Recommended Super Art: Critical Combo Attack 

Critical Combo Attack and Deadly Double Combination can both be used in similor manners. 
However, Critical Combo Attack gives Q the most options with the availability of two stocks 
of super meter. In addition, its ability to pass through projectiles ond other ground attacks 
should help Q get in on some characters. 


COMBOS YOU NEED TO KNOW 


2 HITS 

TOTAL DAMAGE: 30 

Close MK > Dashing Head 
Attack 

Basic, safe Q combo. 


4 HITS 
TOTAL DAMAGE: 67 


Jump in HP land, close MK > EX 
Dashing Head Attack, juggle with 
eorly HK. re 


Good in punishment situations; 
for example, after a dizzy, or 
parrying an anti-air while jump- 
ing in. Knocks down. 


T HITS 


TOTAL DAMAGE: 67 


Close MK —> Dashing Head 
Attack (MP) > Critical Combo 
Attack. 


Verifiable ground combo for 
heavy damage. Knocks down. 


3 HITS 
TOTAL DAMAGE: 50 


CORNER ONLY 


Capture & Deadly Blow, juggle 
with early Dashing Head Attack 
(MP), juggle again with early 
Ryouude ni yoru Zenshin 
Tsuugeki (Kari) 


High damage off of his command 
throw near a corner. 


3 HITS 
TOTAL DAMAGE; 57 


Capture & Deadly Blow, juggle 
with semi early EX Dashing Head 
Attack, juggle again with early 
HK 


High damage option off of a 
command throw that works mid 
screen. Knocks down, 


8 HITS 
TOTAL DAMAGE: 43 


Close MK > EX High Speed 
Barrage 


Good for punishment situations 
when you don't have a charge 
for a Dash attack. Knocks down. 


6 HITS 
TOTAL DAMAGE: 101 


Jump in fierce, land, Close MK > 
Dashing Head Attack (MP) > 
Double Deadly Combination; wait 
about a second after Q recovers, 
then juggle with Dashing Head 
Attack (MP) 


Round winner. Deals heavy dam- 
age and is verifiable during MK 
> Dashing Head Attack. Good in 
punishment situations. Knocks 
down. 


4 HITS 
TOTAL DAMAGE: 72 


Capture & Deadly Blow, juggle 
with a semi late Dashing Head 
Attack (MP) > Double Deadly 
Combination 





















Good way to land damage off of 
a command throw. Knocks down. 


3 HITS 

TOTAL DAMAGE: 64 
CORNER ONLY 

Capture & Deadly Blow, juggle 
with a semi late Dashing Head 
Attack (MP) > Total Destruction, 
immediately juggle with QCF +P 
Total Destruction follow up 


Safe way to activate and land 
Total Destruction’s QCF + P 
follow up. Knocks down. 


2 HITS TOTAL 
DAMAGE: 62 
Activate Total 
Destruction, then do 
a close MK > QCF + 
P Total Destruction 
follow up 


Not so safe way to 
land Total Destruction’s 
QCF + P follow up. Knocks 
down. 
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STHATEBY 





Q is big and slow, but makes up for it with stamina and defense. Q's 
taunts increase his defense rating. Q with three taunts (the max) has the 
highest defense rating in the game. It should be your goal to get in 
taunts whenever safely possible. Q doesn’t have the best offensive arse- 
nal and he is a big, slow target for many characters. Q must raise his 
defense as much as possible to withstand enough attacks until he can 
score a knock down. Good opportunities to taunt are after: 


a super art 

any anti air that knocks down 

an air to air jump fierce mid screen 
any Capture & Deadly Blow combo 


The goal is get opponents into the corner (Q has a hard time fighting 
mid screen) to start Capture & Deadly Blow mind games. Stay a safe dis- 
tance and attack with long range Dash attacks. If one connects, cancel 
into super art. Keep up the pressure with Dash attacks, move opponents 
into corners and don’t let them jump away. Toubu ni Yoru Jouhou 
Kougeki (Kari) is a good way to stop someone from jumping over Q to 
get out of the corner. Q is fall, and the move covers more area above 
his head. From far enough away, it’s possible to meet airborne oppo- 
nents with an early jumping MP or jumping LP to send them back to the 
ground. Jumping LP may seem like a silly move, but itis great for jump- 
ing on opponents whether on the ground or beginning to jump. It stays 
out for the entire length of Q's jump, so use it the moment he gets off 
the ground to control space. 


IF Q manages to get an opponent into the corner, he becomes scary. A 
successful Capture & Deadly Blow can lead to combos and setups that do 
massive damage and stun meter damage. Dush attack to juggle, then 
HP to reset. As opponents flip back to recover, they have the unfortu- 
nate fate of having to deal with Capture & Deadly Blow mind games 
similar to his wake up game. If opponents-block upon landing, use 
Capture & Deadly Blow again to repeat the process. 


WAKEUP GAME 


Q's wake up pressure game revolves around Capture & Deadly Blow. Use 
Capture & Deadly Blow on wake up to keep opponents guessing. 
Blocking becomes the least safe option for waking up opponents. 
Opponents will be so worried about being grabbed that they most likely 
try to jump away or do some sort of wake up move. If you anticipate this, 
use either EX High Speed Barrage to hit jumpers, or + + HK to beat sim- 
ilar jump attempts and frade with many wake up moves, Be careful here 
because many players will use wake up super arts or a Shouryuken to 
counter Capture & Deadly Blow. Keep the pressure on, but don't get reck- 
less. Get a feel for how offen opponents take risks on.wake up moves, 
then gauge how offen it is safe to-cttempt Capture & Deadly Blow. 


Against large enough characters, ticking with LP is a good tactic on a 
waking up opponent, because it cancels into Capture & Deadly Blow. 
This move is slow enough that it grabs after opponents are out of block 
stun. It is hard for opponents to hit Q between the LP and Capture & 
Deadly Blow tick. The easiest way to escape this is to jump, and the best 
way to counter this is fo fake a Capture & Deadly Blow setup with LP 
but then use EX High Speed Barrage. 


While Q is intimidating against someone in the corner, he is essentially 
helpless when he is the one knocked down. He has no fast, high priori- 
ty wake up moves to get someone off of him. His pokes are generally 
slow, with only LK somewhat useful in this situation. Unfortunately, Q’s 
only safe wake up option is to block and wait it out. If it looks hopeless, 
parrying or doing o wake up super art are his only high risk options 
worth trying. 


SETUPS 


Ranges setups for UOH — super art 


Against small ond medium sized characters: 
(Close MK, LK), UOH — Critical Combo Attack / Deadly Double 
Combination 
(+ + LP (x2)), kara UOH > Deadly Double Combination 
(After a blocked Dash attack), UCH > Deadly Double Combination 


Against Oro: 


No setup is required. UOH > Deadly Double Combination works 
at close distance on crouching Oro. 


RESETS 


Reset 1: LP as anti-air to knock over opponents, then dash forward and 
Deadly Double Combination before they land. After this lands a few 
times, and becomes expected, mix it up by throwing as soon as they 
land. Most players will concentrate on landing that air parry and not 
react in time. 


PARRY SETUPS AND TACTICS 


After a Dashing attack, Q is a bit out of range for throws and many 
pokes. In order to reach Q at this distance, many characters will attempt 
fo go low. Down parry, then proceed to Capture & Deadly Blow. 


GROUND CROSS UPS: 


Q can cross up Necro in any corner. 


FAVORABLE MATCH UP; TWELVE 


At first look, this match up doesn’t seem like it would go in Q's fover 
Twelve is highly mobile, and much faster than Q. However, Twelve is lim- 
ited in terms of dealing damage, basically flying around ond using 
pokes. Because of this, Q is free fo taunt three times early in the round, 
and there's not much Twelve can do about it. 


Use jumping HP to combat Twelve’s air dashes. Q only needs one good 
knock down to turn the momentum of the round his way. Twelve does 
not have a solid wake up move when he is playing defensively. Q should 
be able to finish off a cornered Twelve fairly quickly. In order to score a 
knockdown, take some risks and attempt to parry Twelve strategically, 
When Twelve is air dashing in, he almost always goes for an attack 
(after landing) that is parriable low. Red parry the low ground attack 
and grab him. Q's defense is good, so if is worth the risk to score that 
knock down. 


UNFAVORABLE MATCH UP: KEN 


Q must get close fo start Capture & Deadly Blow patterns fo deal dum- 
age, but Ken has the attacks needed to keep Q away. Ken's low forward 


can go under Dash attacks and shut down Q's rush. Ken is also much 


faster than Q. Ken has no problems jumping all over Q and pressuring 
him. Ken also can land a big damage combo on Q anywhere on the 
screen without using any meter (MP HP —> Shouryuken (LP), 
Shouryuken (LP)). 


To win this match up, get Ken into the corner. Ken cannot just mindless- 
ly stick out low forwards. Use either Dashing attacks or Critical Combo 
Attack to punish Ken on reaction. Use these to keep Ken from zoning. If 
Q can land a Dashing attack, either blocked or hit, he is in prime range 
to attempt a kara throw. Start some Capture & Deadly Blow patterns on 
him, but at the same time beware of a Shouryuken. The lost thing a Q 
player wants is to be knocked back to mid screen. 
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Remu 


NORMAL MOWES 
STANDING 


A good onti-air, MP comes out 
and recovers quickly. Great. to 
throw out inbetween Light of 
Virtue patterns from mid range. 
If it’s partied at maximum range, 
| Remy often recovers fast enough 
to parry again or block. If oppo- 
nents hit Remy’s recovering limb 
early, he recovers before they hit 
the ground, allowing you to 
throw them for free. 





MK is a great poke that comes 
out fast and has good recovery. It 
beats a plethora of crouching 
attacks. 


COSTUMES 







dH + HDS 


dW + u40i5 
WW + HOS 


SPECIAL NORMALS 


> +MK 





Semi slow overhead with good range and has the added bonus of not 
looking like an overhead. However, it has a huge frame disadvantage 
after it, which can be countered hit or miss. Use sparingly ond from 
as far away as possible. 


THROWS 


Pe ik Vader no you ri Kurvoshiku 


= /» +1P + LK Nemeri wo Midesu Contour 











YH + DIS 


STANDING CLOSE 


Close MP is a good normal to use 
when opponents are waking up. 
It carries a significant amount 
frome advantage, allowing you 
to verify and link + + LK ora 
Supreme Rising Rage Flash. 
When blocked, use the frame 
advantage to mount another 
offense. However, MP whiffs 
against some crouching charac- 
ters (Chun-Li, Ibuki, Oro and 
Elena). Against those characters, 
completely refrain from using 
close MP. 


Close LK is a great defensive 


move and good for beating throw  , 


attempts during guessing games. 


dH + YW + dl 


Remy’s most used mid range 
attack, + + MP is good for com- 
bos and Light of Virtue pressure 
patterns up close. 


+ + MK has extremely good 
range. Important for scoring hits 
after porried Light of Virtues fol- 
lowed by a dash. It has a signifi- 
cant frame disadvantage. Always 
do it from maximum range, and 
never against Ken with super 
meter stocked. 
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/ JUMPING 


——y | 
| | Jumping HP is a great anti-air. It 











comes out fairly fost ond puts 
opponents into a juggle set up if 
they are jumping. It’s o solid way 
to score big damage if you antic- 
ipate jump in and meet oppo- 
nents in the air early. 


Jumping HK is Remy’s best jump 
in. Steep angle, can be done 
much earlier during o jump then 
his other jump attacks, making it 
hord to anti air. 


COMBOS YOU NEED TO KNOW 


Jump in early HK, land, + +LP. + 
+ LP = Rising Rage Flash (HK) 


Flexible, verifiable jump in 
combo. Knocks down, 


Close HP —>Rising Rage Flash 
(HK) 


Good for punishment situations, 
Knocks down. 


Neutral throw, when Remy recov- 
ers, immediately juggle with a 
Rising Rage Flash (HK). 


Remy’s neutral throw near a cor- 
ner can lead to extra damage. 
Does not work vs, small charac- 
fers, like Yun and Yang. 


Lote anti-air jump HP lond and 


| immediately juggle with early 
| Rising Rage Flash (HK) 


| Good anti air combo. Good after 


an air to air parry while jumping. 
Knocks down. 


/ ees 





Near a corner, late anti-air jump 
HP; land and juggle with Cold 
Blue Kick (LK); when Remy 
recovers, juggle with early Rising 
Rage Flash (HK) 


Higher damage variation of the 
above combo. Must be near a cor- 
ner for it to work. Knocks down, 


Anti-cir + + HP when Remy 
recovers, immediately juggle 
with a Rising Rage Flash (HK) 


Another damaging anti air 
combo. Knocks down. 


Near a corner, anti air + + HP 
when Remy recovers, juggle with 
Cold Blue Kick (LK), when Remy 
recovers, juggle with early Rising 
Rage Flash (HK) 


High Damage version of the 
above combo. Must be near a cor- 
ner for it to work. Knocks down, 


Near a corner, anti-air jump HP 
land then juggle with immediate 
Cold Blue Kick (LK); when oppo- 
nent recovers, walk up and jug- 
gle with + + MP > Supreme 
Rising Rage Flash 


High damage anti-air juggle. 
Knocks down. 









Close MK linked into Supreme 
Rising Rage Flash 


Verifiable way to land Supreme 
Rising Rage Flash. 


+ + LP + + LP > Light of 
Justice 


Flexible, verifiable way to land a 
Light of Justice. If + + LP (x2) is 
blocked, follow up with: walk up 
kara throw; low parry option 
select + + MP — Light of Justice; 
or a UOH. 


+ +LK > Light of Justice, when 
Remy recovers, immediately link 
another Light of Justice 


High damage option if you hap- 
pen to land + + LK — Light of 
Justice in the corner, Caution, the 
second Light of Justice whiffs 
against most crouching characters. 


SPECIAL MOVES 
Light of Virtue 






Charge + > +P Charge + + + K 


il 
Light of Virtue Sine! 














Slow moving projectile with a high altitude and great 
recovery. Use it to control space or in combination 
with dash to get in safely. Use this in combination 
with Low Light of Virtue by using charge partitioning 
to let loose a barrage of high and low projectiles. 
Great when opponents are cornered.’ The EX version 
comes out faster and throws two Light of Virtues at 
the same time. Extremely good for catching oppo- 
nents before they leave the ground for a jump. 


: Rising Rage Flash) 


Low hitting version of the Light of Virtue. Recovers 
slightly slower than the high version, It's a good poke 
and for dashing behind to get in close. The EX versien 
comes out much faster and throws two Light =f 
Virtues at once. 






















Charge + t+K 





Good range, speed, and priority. Decent anti-air 
when used in combination with Light of Virtue. Good 
for combos as well. The EX version is faster, does 
more damage, and has slightly better priority. Works 
well as ¢ reversal on wake up. 


Cold Blue Kick } 


+ee GK 






























Button strength determines how far the kick travels, 
A decent poke that goes over low attacks and is fair- 
ly safe against everything but fast super arts. It also 
has deceptive block stun. The later and further away 
it hits, the safer it is. Do it directly after a Light of 
Virtue (LP / LK) to keep opponents from doing any- 
thing aggressive after parrying a Light of Virtue. EX 
version is faster, safer, and hits twice. 











SUPER ARTS 
SUPER ART | 


tur tustP 


Light of Justice ] 





Remy has many ways to combo into Light of Justice, although many of 
the setups off of mid attacks either whiff or hit inconsistently on medi- 
um and small sized characters. + + LP (x2) > Light of Justice is his 
only useful verifiable combo that works on everyone. + + LPs can be 


SSS 
(ea eal 


parried high or low, so it is not useful for his 
wakeup game. Remy does have high and 
low options to combo into super arts that 
are safe, but they cannot be verified. You 
must guess with either close HP or + + LK 
> super art. Light of Justice has a +3 
frame advantage in addition to pushing 
away opponents, so if is safe to guess in 
these situations. It is also possible to link 
after the super art hits in the corner. 





Light of Justice stocks two meters to give 
Remy enough flexibility to use EX moves along with a super art. 
Although if you only plan on using EX moves, Supreme Rising Rage 
Flash is a better choice because of the longer bar. However, Remy can 
set up many multi-hit juggles by mixing EX moves and Light of Justice. 


SUPER ART II 


eu stteuo ck Supreme Rising Rage Flash| 
It’s possible to verify this super art from various mid attacks to beat out 
low parties. Learn how to link into Supreme Rising Rage Flash on 
crouching opponents from close MK > Supreme Rising Rage Flash and 
close HP link # + MP (or + + LK) > 
Supreme Rising Rage Flash. !t can also link 
after close HK and close HP although these 
links aren't as useful. Another basic way to 
hit confirm this super art is off of + + LP 
(x3). Regrettably, Remy has no safe com- 
bos that stort low that he can use to land 
Supreme Rising Rage Flash. It is, however, 
useful as an anti-air. 


Supreme Rising Rage Flash has two long 
super meter stocks, making it ideal for 
heavy EX use. 





SUPER ART Ill 


tureustlh 


: Blue Nocumel 


If he is attacked during Blue Nocturne, Remy takes the hit, then auto- 
matically counterattacks with a pre-set combo that does plenty of dam- 
age. However, it is hard to hit someone with Blue Nocturne. Remy starts 
his pose after the screen freezes for the super animation. Therefore, the 
opposing player has been warned sufficient- 
ly to avoid attacking Remy. You must antici- 
| pate o move before executing it and hope 
you guess right. If opponents stick out a 
move before the super art flash, then Blue 
} Nocturne will hit. That is the only situation 
where Blue Nocturne works. If Blue Nocturne 
does not connect, Remy is vulnerable to 
counterattack during its recovery. Since 
Remy always has access to parries, there is 
little reason, if ever, to pick Blue Nocturne. 








It is possible to use Blue Nocturne as an anti-air if you see an attack 
coming. However, the majority of the hits whiff, and opponents actual- 
ly recover before Remy. Furthermore, Blue Nocturne is only meant to 
counter normal moves. Many super arts continue to hit Remy even as 
he tries to counter. 


Recommended Super Art: Supreme 
Rising Rage Flash 


Supreme Rising Rage Flash gives Remy a lot of meter to work 
with for EX moves. He can combo the super off of some of his 
most important mid level attacks and verify before doing so. It 
gives him an additional anti air to his arsenal. Remy just has to 
be weary of high parries because of his inability to verity a 
combo into super off of a low hit. 


















ACE MY — U 
LLUOE MIR > AA 


Second hit whiffs against crouching characters, mak- 
ing it very risky to do. 

























































































Izanai no Vague 


Remy is the only character in Street Fighter Ill: 3rd Strike that can effec- 
tively control space at almost all times. He has the ability to make it dif- 
ficult for opponents to get close while at the same time getting into his 
preferred offensive position. Remy is always a threat at long range, 
throwing high ond low Light of Virtues from a distance while storing 
Rising Rage Flash charges in between and whiffing MPs periodically to 
keep opponents from getting in easily. While opponents are trying to 
get close, constantly force them into a corner, throwing Light of Virtues 
(LP / LK) and dashing behind them, scoring a hit with a overhead, low 
attack, or throw, then holding that position to secure another step 
towards the corner. When cornered, the options for escape fron Remy’s 
range game become limited. 


Remy has a multitude of long range options. The most famous of which 
is the Light of Virtue, a slow moving charge based projectile that can be 
thrown high or low. The most basic use of the Light of Virtue is as o 
poke. Throw Light of Virtues (HP and HK) in a methodical manner, 
watching to see how opponents react to it. If opponents do anything 
brash, like jump over them, fake a Light of Virtue, whiff a LP or LK, or 
use one of Remy’s many anti-air options accordingly: 


Eorly MP 

Early option select jump HP. juggle with a Rising Rage Flash (HK) when 
Remy lands 

+ + HP juggle with Rising Rage flash when Remy recovers 

Early Light of Virtue (LP) (partied), HK or EX Rising Rage Flash 

When opponents don’t take the bait and stay grounded, parrying of 
blocking Light of Virtues, advance on them. Throw a Light of Virtue (LF 
/ LK) and dash behind it. This provides a wall to dash behind, making 
it harder to counter Remy’s ground movement. Most opponents react in 
one of three different ways in this situation: ? 


1. Jump straight up. Countered at the end of a dash and hitting HP o- 
+ + HP depending on how close they are. 


2. Block the Light of Virtue, This pushes opponents backward and allows 
Remy to come out of a dash with + + MK, kara UOH or a charge por- 
titioned EX High Light of Virtue to push them back further. 


3. They parry. Create a guessing game consisting of ether throw, close 
LK, kara UOH, or hit + + LK / + + MK depending on distance. 


No matter how opponents deal with the Light of Virtue, you have a dis 
tinct advantage when trying to get close. Although some characters com 
use specific attacks to get over and under o high or low Light of Virtue 
counter this by baiting attacks behind the Light of Virtue by dashing one 
less time (or not at all), then waiting for  whiffed attack and punishing 
it. Once close, Remy’s best pokes are far MK, Cold Blue Kick, and Low ane 
High EX Light of Virtue. Low EX Light of Virtue is vital during foot games 
It’s extremely fast and it hits low, making it hard to avoid if opponents ore 
dancing, trying to bait whiffed normals, Use Cold Blue Kick to go over 
baited low attacks. Use a High Light of Virtue early against anticipated 
jumps and far MK just outside of their best low attack range. If you mar 
age to bait a whiffed attack, + + HK is a passable whiff punishes 


However, its terrible recovery and easy-to-parry second hit makes it risky 
to do in general, if you're going to do it, make sure it hits. 


WAKEUP GAME 


One of Remy’s biggest weaknesses is a complete lack of a safe combo 
starting off of a low attack. + + LK > Light of Justice is all he has to 
work with and it can’t be verified. This means you must work in many 
throws to get opponents to open up to high attacks. Thankfully, Remy 
has a great kara throw. Since Remy’s damage dealing options in wake 
up games are so limited, it’s best to attack with a Supreme Rising Rage 
Flash or a Light of Justice stocked. However, because Remy’s EX specials 
are so vital to his mid range game, you won't have stocked super meter 
often. Ration your bar usage so that you have the means to mount an 
offense if you manage to get a knock down. Remy’s options to work 
with in woke up situations include: 


]. Meaty close MP, verify if it hits; if it does, link into Supreme Rising 

Rage Flash, if it doesn't, walk up kara throw, walk up close MK linked 

into Supreme Rising Rage Flash, or universal overhead linked into 

Supreme Rising Rage Flash. 

2. Step back just out of their throw range, block as they wake up in 

cose of a reversal attempt, then kara throw. 

3. Step back, meaty + + LK, then ether walk up kara throw, walk up 

close LK, or option select low parry ++ MP. if you get'a, parry, cancel 

into Supreme Rising Rage Flash. 

4. Meaty + + LP (x2), if it hits, cancel the second jab into Supreme 

Rising Rage Flash or Light of Justice. If it doesn’t hit, + + MP > Light 

af Virtue (LK), walk up kara throw, universal overhead linked into 

Supreme Rising Rage Flash, or walk up + + LP (x2) > Supreme 

Rising Rage Flash or Light of Justice again. 

5. Remy also has another trick on wake up that uses charge partition- 

ing. As opponents are getting up from a knock down, dash on top of 

them, then jump straight up, start holding back to charge, then come 

down with a early blocked jump-HK. When Remy lands, either kara 

e throw or dash back and look for a throw whiff. If you see one, at the 
end of Remy’s dash press + KK (Low EX Light of Virtue) to punish 
the whiffed throw. Apply this same idea to other patterns to punish 
throw whiffs. On wake up, do an early whiffed HP while charging 
back, timed so that it looks like it may hit (but doesn’t) recovering just 
before an opponent stands up. After Remy recovers, immediately 
throw, or do a quick close LK to beat tech throw attempts, then ether 
walk up kara throw or dash back, Low EX Light of Virtue, This pattern 
Sas twe.throw attempts and counters thrown into one. 


When Remy is the one knocked down, use reversal EX Rising Rage Flash 
to bea! most meaty attacks. Wake up throw, reversal super art, parry- 
‘ag or blocking are also available. Use close LK in a defensive manner 
je wake up situations, As Remy gets up, hold # up to a split second after 
be stands, then let the controller return to neutral, hit LK, then press + 
end LK to cancel the LK into Rising Rage Flash. This blocks meaty 
stacks, while close LK > Rising Rage Flash (LK) should come out just 
© time to beat a throw attempt. This is extremely valuable to Remy. 
Ahough not fail safe, it’s one of his sofer wakeup options. 


ADVANCED TACTIC 1: 
OVERLAPPING CHARGE TIMES 


Overlap the charge times of special moves to allow the execution of 
ultiple charge moves in succession. The execution for this is fairly sim- 
ee. For consecutive Light of Virtues, charge +, press +, then press + 
‘Sr just o split second before pressing punch. Even though you pressed 
punch after pressing +, Street Fighter Ill: 3rd Strike’s game engine 
ves you plenty of leeway with the timing of button presses with con- 
Soller inputs for special moves. 


ADVANCED APPLICATION 1: 
UGHT OF VIRTUE TRAP 


¢ the idea of overlapping the charge times of Remy’s Light of Virtues 
2 step further by pipelining the charges, allowing for an unlimited 
ber of alternating high and low Light of Virtues. The execution is fair- 
easy, although the timing takes some practice. Charge and throw one 






















low Light of Virtue with the advanced method, and as soon as you have 
a charge again, throw a high Light of Virtue, then continue to overlap the 
charges. If you set it up properly, you now have started to pipeline 
charges in advance that will continue on until you decide to stop. Use this 
to trap opponents in the corner. Use this trick with High EX Light of 
Virtues and low Light of Virtues, and opponents will not be able to move. 
You can set this up perfectly by using charge partitioning. Throw one low 
Light of Virtue with the advanced method, then dash once to follow it up 
ond immediately throw o high Light of Virtue. If you used the charging 
trick, you are now all set to start throwing rapid fire Light of Virtues with- 
out any charge time to slow you down. This is a great way fo pressure 
opponents from mid screen to push them into the corner. 


ADVANCED APPLICATION 2: 
INSTANT RISING RAGE FLASH 
AFTER A LIGHT OF VIRTUE 


It's possible to overlap the charge times of Rising Rage Flash during a 
Light of Virtue to make a Rising Rage Flash available directly after a 
Light of Virtue. Tap « for just a split second, then start charging ». 
Afer charging enough for a Light of Virtue, throw it by pressing +, 
then « +P. Keep pressing # until Remy finishes the Light of Virtue, 
then execute o Rising Rage Flash. Holding % charges for both a Light of 
Virtue as well as, a Rising Rage Flosh. Throwing the, Light of Virtue 
exhausts the backwards charge, but the downward charge continues; 
allowing a Rising Rage Flash to be charged while charging the Light of 
Virtue. You must have charge times down perfectly to get this to work. 
When you hold » too long, you allow the « direction to fully charge a 
Light of Virtue. When this happens, the game sees the initial backward 
charge as unnecessary and negates it. It is important to know the min- 
imum amount of charge necessary to pull off this trick. This advanced 
technique should amaze and confuse opponents. Throw a high Light of 
Virtue, then catch a jump with Rising Rage Flash. No one expects if, 


ADVANCED TACTIC 2: 
CHARGE PARTITIONING 


To be an effective Remy player, you must learn charge partitioning, It’s 
one of the few things Remy has going for him. |i is important that the 
charge is not finished if you plan to continue moving. Once the charge 
is completed, you cannot break it up any further. Here are some exam- 
ples of how fo incorporate charge partitioning into your game: 


1. Throw a Light of Virtue and dash in behind it. Charge for second 
Light of Virtue while throwing the first one. Finish the charge during 
the dash and immediately throw another Light of Vitlue after the 
dash. 

2. Do a jump in attack and start charging back. When Remy lands, 
dash back and finish the charge and execute an EX Light of Virtue. 
This also works if you jump straight up and do an early j jump HK, then 
dash back and do an EX Light of Virtue. 

3. At mid to far range, stand up and walk back and forth, crouching 


every other step. Opponents assume Remy does not have a charge, and 


try to jump in, Mix if up by hiding charges in whiffed moves. Make it 
impossible for opponents to ever tell if yau have a charge ready to go. 


- 
SETUPS 
Ranged setups for UOH -> super art 
Against small and medium sized choracters: x 


(+ + LP (x2)), UOH = Supreme Rising Rage Flash 
(+ + LP (x3)), kara UOH > Supreme Rising Rage Flash 
(Close HP + + LK), kara UOH > Supreme Rising Raye Flash 


Against wide characters: 
(Close HP. + + MP), kara UOH > Supreme Rising Rage Flash 


Against Oro: 


No setup is required. UOH > Supreme Rising Rage Flash works at 
close distance on crouching Oro. 








RESETS : 


Reset 1: LP > LK chain has the weird property of being able to juggle 
for both hits as anti-air. If an anti-air + + HP lands, walk up, juggle with 
an early LP > LK chain, then dash under opponents as they flip out for 
an ambiguous cross up. This is a good way to land + + LP (x3) > 
Rising Rage Flash (HK) or MK linked into Supreme Rising Rage Flash if 
you have a super meter stocked. 


PARRY SETUPS AND TACTICS 


After a blocked + + LP (x2), top ond hold +, then press MP shortly 
afterwards. If you see a parry flash, do the motion for a super art to 
cancel + + MP and combo a super art. If opponents don’t parry, you're 
out of their throw range and + + MP is blocked, pushing them away. 


GROUND CROSS UPS 


Remy can cross up Alex, Hugo, Elena, Dudley, Oro, Necro, Twelve and 
Urien in ony corner. 


Remy can cross up Chun-Li only in his own corner. 


FAVORABLE MATCH UP; HUGO 


Remy has the ability launch a barrage of high and low Light of Virtues, 
back to back. This tactic against. large character like Hugo, who cannot 
duck under Remy’s high Light of Virtue, is devastating. Remy can com- 
pletely shut down Hugo's movements, forcing him to resort to parrying 
in attempt to get around the moving wall. Defend against Hugo's 
attempts to jump ond parry Light of Virtues by storing EX Rising Rage 
Flash charges after Light of Virtues (LP), allowing you to attack and air 
counter Hugo again if he manages to jump over or parry a Light of Virtue 
while jumping, There’s no need to get close. Keep your barrage of pro- 
jectiles coming in a methodical manner. Anticipate jumps and use anti- 
airs accordingly. Whiff occasional MPs in between Light of Virtues fo cover 
the space in front of Remy and build super meter. Slowly move Hugo 
towards a corner by throwing a Light of Virtue (LK), dashing once behind 
it, then immediately coming out of the dash with the Light of Virtue par- 
titioning trap. If you manage fo get Hugo cornered, keep him there, 


UNFAVORABLE MATCH UP: CHUN-LI 


Light of Virtues are almost completely useless vs. Chun-Li, which elimi- 
nates half of Remy's offense. Without o stocked super meter, Chun-ti 
can use roundhouse fo get over Low Light of Virtues and + + MK under 
high Light of Virtues, making it hard or Remy to fallow one fo gel dlose. : 
With Houyokusen stocked and ready to go, Chun-Li c 
rae of Virtue on reaction to its release This ini 














ameter of het own. When Chun-Li gets super meter (and she will), a 
patiently. Build up your own super meter from a range by whiffing 
crouching and standing MPs, then get back into footsie range and land 
as many low EX Light of Virtues as possible, punishing whiffs and nail- 
ing her while she is dancing back and forth. 





Liu 


NORMAL MOVES 
STANDING 


MK is Ryu’s best poke just out 
side of + + LK range. His foot 
extends out and goes over most 
low attacks, yet has a wide 
enough hitbox to catch most 
characters as they attempt to 
stick out something. Use this to 
beat other character’s pokes. 


STARTUP (5 } 


HK covers a wide hit area. Use it oh 


from for range to catch large ff 44 Vf 45 Jf +6 | isc 
characters at the beginning of = Ee |i | 


i tempt: it i 
jump attempts, or use it as a uni- a tl 


f 






versal anti-air. It’s possible to 
stick this out at almost any time 
to be effective and to confuse 
parry attempts. 


& 


| {PARRY 


COSTUMES 


di + 4015 
dH + HIS 


dW + 1015 





Basic overhead. Comes out foirly fast and does ok stun damage. An 
ok option to add to your mix up game. If done extremely 
early/meaty vs a character waking up from a knock down you con 
link after it with a + + MK canceled info a EX Hadouken or Shinkuu- 
Hadou-Ken. However, because it has fo be done so early to link after 
it, i's much easier to see and react fo as a overhead. 






ar Res 


Command attack with slow start up that hits twice and leaves Ryu at 
a slight frame advantage when blocked, giving you the ability to start 
a mix up game. If it hits, it’s possible to link a EX Shouryuken or a 
Shin-Shoryu-Ken after it. Becuase if it’s heavy start up however, it’s 
fairly easy to parry and counter on reaction. 











+2} 











WH + DIS 


STANDING CLOSE 


(lose MP is a good poke that pro- 
vides frame advantage, so itis good 
for tick throw setups and other mix- 
ups. For example, after a blocked 
MP hesitate, then walk up and use 
MP again (Or + + LK (x2). The 
trick is to make it look like a throw 
attempt which should lead to an 
opening. MP links into Shin-Shoryu- 
Ken, and is the only verifiable high 
attack into Shin-Shoryu-Ken that 
does so on all characters. 


Close MK hits high, so it is useful 
against would-be low parriers. It 
links into Shinkuu-Hadou-Ken on 
all crouching characters. It inks into 
Shin-Shoryu-Ken (universally on 
Alex and Dudley, on standing Elena, 
Necro and Twelve, and on crouching 
Urien, Makoto and Ibuki). 














dH + YW + dl 
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CROUCHING 


+ +LK has many uses. It is a quick 
poke that hits low that can be used 
for tick throw setups ond mind 
games. After a blocked + + LK, you 
pave a lot of options: throw, hesi- 
fate and + + LK x2 follow up, dash 
back and punish a reaction etc. It 
chains into itself, so you can combo 
+ + LK x2 into either Shinkuu- 
Hodou-Ken or Shin-Shoryu-Ken. 


+ + MK is Ryu’s best poke for 
mid range fighting. It combos 
into EX Hadoukens or Shinkuu- 
Hadou-Ken from long range, 
sunishing whiffs or to apply pres- 
sure. While good from a distance, 
up close it can be countered by a 
few super arts because of its 
blocked frame disadvantage. 


+ + HK is good for punishing 
whiffed normals when you don’t 
have a stocked super meter. It 
comes out quickly and knocks 
down, but has terrible recovery. 
fulnerable to combos if blocked 
dose, and some super arts from 
further away. If you use this 
attack, make sure it hits. 


JUMPING 


Jumping HP is Ryu’s best jump in. 
ise it to get in safely. If oppo- 
nents block, you have significant 
frame advantage to setup a 
throw or some mixup into super 
art. For instance, jump HP. land 
‘and hesitate (to make it look like 
a throw setup) then LK, LK super 
art, Jump HP also. has the prop- 
erty that if it is-executed at the 
latest possible moment (just 
before hitting the ground while 
till connecting) it is safe from 
ground parry attempts. The parry 
may happen, but Ryu lands in 
jime to block any ground move 
and tech any throw attempt. 
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SPECIAL MOVES 
__Hdouken) 


+u>tP 








Button strength determines the speed at which the 
projectile travels. In some ways, this is Ryu’s ideal 
poke. Becuase of ifs limitless range and the speed at 
which it travels, characters trying to play a normal 
foot game cannot make this poke miss, they must 
deal with it in some other way. However, because of 
the semi slow start up and its heavy recovery, it’s a 
fairly risky move at mid range, the range you would 
normally want to do it at. Many characters can super 
art (hit or blocked) Ryu during the recovery of a nor- 
mal Hadouken. The EX version has none of the orig- 
inal Hadouken’s weaknesses. It's completely safe if 
blocked, hits twice, giving opponents more to parry if 
they try, does more damage, and knocks down when 
it hits. Because of these positives, the EX Hadouken 
gives Ryu a fairly dominant poke at mid range, mak- 
ing the EX Hadouken a must. 


Tatsumaki Senpukyaku 


t+e<+K 











On stort up, it hos a small window of invulnerability, 
meaning in wake up or anfi-air situations, it has the 
ability to consistently beat an opponent's aftack. The 
EX version hits twice and carries a longer invulnerabil- 
ity window, meaning more hits to parry if used as anti- 
ait. Additionally, it consistently beats attacks more 
offen than a normal Shouryuken. Due to the heavy 
recovery fime, missing with this move means you're 
going to take a large amount of damage. Use careful- 
ly at unexpected times in situations where you need to 
stop an opponent's offense, scoring a knock down and 
reversing the flow of the match in your favor. 


Tatsumaki Senpukyaku 


In gir, + # + +K 








Use for combos, specifically punishment situations where you're quaranteed the damage. Because this move whiffs 
against crouching characters, ifs completely punishable, hit or blocked. Only use in situations where opponents are 


standing like after a dizzy, or when recoverin 


from a move. The EX version hits multiple times for heavy damage, 


and hits crouching characters. Its stil unsafe it blocked, There is little reason fo use it over a EX Joudan Sokutou Geri. = 


Joudan Sokutou Geri} 


~etxuertk 





Largely used for combos. This move does good damage 
and stun damage, but it has a heavy recovery. Hits 
crouching characters, unlike Totsumaki Senpukyaku, 
Use only in punishment situations. EX version puts oppo- 
nents into a juggle state on impact. After bouncing off 
the wall, you are free to juggle for extra damage, 
preferably Shouryuken (HP). From far away, Hadouken 
(LP), dash once behind it. If the Hadouken was partied, 
cancel the dash recovery into Joudan Sokutou Geri 
(change button used depending on the range). 
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SUPER ARTS 
SUPER ART | 
dxeteseP Sitka Hadou-Ken) 


Ryu’s most versatile super art. With two stocks of super meter, it gives Ryu 
the ability to land super arts and use EX moves. Without super meter, Ryu 
doesn't have very many safe offensive options from mid to long range. 
Having EX moves available allows Ryu to overcome his difficulty getting 
in close and scoring knockdowns. EX 
Hadoukens ore Ryu’s best weapon, so this 
super art can be used to stock meter solely 
for the purpose of EX Hadoukens. Ryu also 
has many high damaging combos with the 
4 use of one or two EX moves. 


Shinkuu-Hadou-Ken is useful if you man- 
age to fill super meter without using EX 
| Hadoukens. It combos easily from close 
range (+ + LK (x2) > Shinkuu-Hadou- 
Ken; MK link Shinkuu-Hadou-Ken). It can 
also be used to from long range (+ + MK - 
> Shinkuu-Hadou-Ken) to punish whiffs and 
provide a nice range game. It can also be used as a safe anti-air 
(Shoryuken > Shinkuu-Hadou-Ken). If opponents attempt to parry, 
Ryu recovers from the super art while they are still parrying it, so it is 
sofe to continue attacking or block safely. 





Recommended Super Art: 
Shinkuu-Hadou-Ken 

With two stocks of super meter providing access to EX moves and 
super art, Shinkuu-Hadou-Ken gives Ryu enough weapons to 
uttack safely from all ranges. Getting in dose is key to Ryu’s game 
plan. His kara throw and knockdown mixups are good, but you 
must get in dose fo start his mix up game. EX Hadouken gives Ryu 
the help he needs to score a knockdown and get in safely. 


COMBOS YOU NEED TO KNOW 


SUPER ART II 
dxstyeeP _ Shin-Shory-Ken) 





Shin-Shoryu-Ken is Ryu’s most damaging super art. With only one super 
meter to stock, avoid the use of EX moves. Your goal should be to land the 
super art. If you can get in close, there are many ways to safely combo 
into Shin-Shoryu-Ken (+ + LK (x2) > Shin-Shoryu-Ken or MP link Shin- 
Shoryu-Ken). Getting in close to land this 
super art is difficult, Without the use of EX 
moves, itis hard for Ryu to attack safely and 
score a knockdown. You must be patient and 
wait for an opening to knock down oppo- 
nents. With Shin-Shoryu-Ken stocked, oppo- 
nents must become cautious. If they make 
any mistakes, you can punish them with a 
big combo into a super art. The fear that 
Shin-Shoryu-Ken instills in opponents gives 
you opportunities to stay on top of them. Use 
this fear to land kara throws and overheads 
until you eventually lond the super art, 





Meter management and patience is crucial to , 


making Shin-Shoryu-Ken effective. 


TARGET COMBOS 


HP > HK 


Akward command chain that does decent domage. 
Becuase of the positioning needed fo even connect a 


HP close enough for the HK to hit, this chain is diffi- 
cult to land, Its only use is as anti-air, if the HP is parried, chain into 
the roundhouse and hope they don’t parry that as well. 





SUPER ART II! 





in-Hadou-Ke 


Denjin-Hadou-Ken is on unblockable projectile that does massive stun 
damage. The longer you charge (by holding punch), the more stun dam- 
age it does. A fully charged Denjin stuns any character. You can speed 
up the charge time by jiggling the controller while holding punch. Once 

it is fully charged, it releases automatically. 


Denjin-Hadou-Ken has a scary potential. 
Because it is unblockable, opponents have 
no choice but fo attempt fo parry it, or get 
4 out of the way. The most common setup is 
# back throw opponents into the corner, then 
start charging the super art while they are 
on the ground. With this setup, Ryu is so 
close to that it is extremely difficult to parry 
it on reaction, so they must guess when it is 
coming. Mix-up the timing of the release to 
frustrate many opponents, 





The downside to Denjin-Hadou-Ken is that if is inherently random. You 
don’t combo Denjin-Hadou-Ken, you release it and hope oppnents are 
unprepared for it. It is hard to hit someone with a fully charged Denjin- 
Hadou-Ken. Gain some extra fime by throwing Hadouken (LP) and can- 
celing into Denjin-Hadou-Ken. Hadouken keeps opponents grounded in 
blockstun while you charge. 





3 HITS 6 HITS 
TOTAL DAMAGE: 26 TOTAL DAMAGE: 73 
+ + MK > EX Hodouken Jump in HP land, close HP > EX 


Ryu's only safe combo without a 
full super meter. Knocks down. 

2 HITS 

TOTAL DAMAGE: 41 

Close HP > Shouryuken (HP) 
Most damaging combo to do 
without a stocked super meter in 
a punishment situation. Knocks 
down. 

3 HITS 

TOTAL DAMAGE: 55 

Close HP > EX Joudan Sokutou 
Geri, late Shouryuken (HP) 


Most damaging combo to do in a 
punishment situation with suffi- 
cient super meter. Knocks down. 


Joudan Sokutou Geri, juggle with 
alate close LP > EX Shouryuken 


High damage jump in. Use in 
punishment situation or after a 
successful parry while jumping 
in. Knocks down. 


6 HITS 
TOTAL DAMAGE: 77 
CORNER ONLY 


Jump in HP land, close HP > EX 
Joudan Sokutou Geri, juggle with 
a early EX Shinkuu Totsumaki 
Sempuu Kyaky, juggle again with 
o early Shouryuken (HP) 


High damage jump in. Use 
against a dizzy opponent in the 
corner, or offer a successful parry 
during a jump in near the corner. 
Knocks down. 


8 HITS 13 HITS 
TOTAL DAMAGE: 63 TOTAL DAMAGE: 79 
CORNER ONLY + +1K, + + LK > Shinkw- 


+ + LK, + + LK > Shinkuu- 
Hadou-Ken, juggle with o early 
Joudan Sokutou Geri (LK) 


At midscreen, the same is possi- 
ble but without the extra juggle 
at the end. Knockdown. 
Verifiable. If + + LK (x2) is 
blocked, Ryu remains fairly close. 
In range for low parry option 
select + + MK, walk up kara 
throw or UOH. 


Hadou-Ken, juggle with another 
semi late Shinkuu-Hadou-Ken, 
juggle with an early Joudan 
Sokutou Geri. 


Most damaging and flexible 
option using maximum super 
meter. Knockdown. Verifiable. If 
+ + LK (x2) is blocked, Ryu 
remains close and has a +] 
frame advantage to work with to 
mount another attack. 


7 HITS 7 HITS 
TOTAL DAMAGE: 90 TOTAL DAMAGE; 98 
++LK,#+LK— Shin-Shoryu- Close HP >Shouryuken (HP) > 


Ken, juggle with Joudan Sokutou 
Geri (HK) 


Flexible, high damage option to 
lund a Shin-Shoryu-Ken. Verifiable, 
Knocks down. 


























Shin-Shoryu-Ken, juggle with 
Joudan Sokutou Geri (HK) 
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Ryu’s game plan is highly dependant on super art selection. At long 
range, Ryu is a threat only if you're willing to burn meter on EX 
Hadoukens. As long as the opponent is on the ground, Ryu is complete- 
ly safe after an EX Hadouken. Throw out EX Hadoukens from time to 
fime to catch random pokes and dashes. A perfect time to just throw an 
EX Hadouken is after a teched throw. 


+ +MK ond + + HK are Ryu’s best pokes for foot games. When at a 
distance, stay just outside of opponents’ longest low poke, and bait them 
fo stick out something. Punish the whiffed move with + + MK, 
Hadouken, or + + HK. After you knock them down, dash in close and 
try to stay as close as possible. 


Ryu is deadly at close range. Ryu has an exceptionally long kara throw., 
so work to stay within its range. The kara throw range is from just inside 
two + + LK’s distance, close MK’s distance. Some good throw setups are: 


++LK, throw. 

4 + LK (x2), throw. 

LK, throw, 

Close MK, throw. 

+ +LK, whiffed LP throw. 


When opponents expect throws, that leaves them open to super arts. For 
example, + + LK, hesitate, + + LK (x2) > Shinkuu-Hadou-Ken; + + 


LK, whiffed LP + + LK (x2) > Shinkuu-Hadou-Ken; LK, walkup close 


MP link Shin-Shoryu-Ken; + + LK, dosh back, ++ MK, Tatsumaki 


~ Senpuu Kyoku; + +LK, + + HP EX Hadouken. The key is to throw offen 


to get opponents fo expect a throw, which is the time to capitalize with 
a big combo. 


Ryu's air options are rather limited. Jump HP is his best jump in because 
of its safe properties. Jump MK cross up is not very good on already 
standing opponents. Most characters can easily walk or dash under it, 
Always stay in front of opponents if they jump in. If is usually a better 
idea to stay on the ground and score a knock down via EX Hadoukens, 
or countering a whiffed attack with + + HK. 


Against airborne opponents, jumping MP is Ryu’s best option. With two 
hits, it is a fairly safe move. An option select air parrier takes a hit, leav- 
ing Ryu at the advantage. It is also a good alternative to use for jump 
in attempts. Many players forget that itis two hits and tend fo only block 
the first hit. Even if the move is parried, it is hard to counter attack Ryu 
when he lands. 


When Ryu is on the ground and someone jumps in, a quick reacting 
jumping MP to counter works really well as anti-air. Vertical HP is good 
as well because of ifs ronge. For a more traditional and safe anti-air, use 
Shouryuken > Shinkuu-Hadou-Ken. In order for Shinkuu-Hadou-Ken 
{o combo, it must be a Shouryuken (LP). The safest anti-air tactic, and 
the most unexpected, is to dash under opponents as they jump al you. 
\F they commit to an attack, or attempt to parry, they will not be block- 
ing when they land. You are free to use the combo of your choice. 


Some characters are simply better at longer range than Ryu and will out 
footsie him all day. Against these characters, Ryu’s only options are to 
burn meter on EX Hadoukens and hope to score a knockdown, or jump 
in with HP or attempt to parry. Getting in close is the hard part, but stay- 
ing close is the key to success with Ryu. 


WAKEUP GAME 


With super art | and Il, Ryu has both high and low options to verify into 
a super art. This is important in thwarting parry attempts. Sakotsu Wari 
is fast and does stun damage, ideal for Denjin-Hadou-Ken users. Super 
art | and Il can both be comboed off of a meaty UOH on wake up. It’s 
also possible fo combo normal attacks into a big EX combo after a meaty 
UOH, although the timing is very precise. 


Ryu has many quick fake out maneuvers to trick people on wake up. 
For example, whiff an LP over their head right before they get up then 
immediately throw. This makes it look like you are going for something 
other than a throw and they fend to block. Next time on wake up, whiff 
the LP and they might anticipate the throw, so perform a + + LK (x2) 
> super art. You can do the same sequence with whiffed + + LK into 
throw, then next time do a high move that is verifiable into a super art. 
Another good tactic is to option parry into throw as opponents are get- 
ting up. Do this right in their face. Many players expect Ryu to throw 
from his maximum kara throw range, Surprise them with an in-your- 
face throw. Finally, to totally fake them out, dosh bark.on wdke up to 
bait o throw attempt or wake up move, then # + MAK combo for big 
damage and another knockdown to repeat the process. 


When Ryu is the one knocked down, he has the traditional wake up 
options such as psychic Shouryuken, wake up super ‘art, parrying or 
blocking. If opponents tick or do any hesitation move, a good counter is 
a quick + + LP + + LK combination. If they block, they are pushed 
away to a safer distance. If it hits, finish with Shinkuu-Hadou-Ken, if 
available. 


SETUPS 


Ranges setups for UOH —> super art 


Against small and medium sized characters: 


(¥ +LK, + + MP), UOH > Shinkuu-Hadou-Ken 
(Close MK, LK), UOH > Shinkuu-Hadou-Ken 


Against wide characters: 
(+ + LK (x3), JOH > seit Hadou-Ken 


‘Against Hugo, Elena: w = ae, 


(dose MP. + + MP), UOH  Shinkuu-Hadow- Ken 


Against Oro: 
No setup is required. UOH > Shin-Shoryu-Ken works at close 


distance on crouching Oro. 


RESETS 


Reset 1: LP as anti-air, dash forward ond Shin-Shoryu-Ken before the 
opponent hits the ground. The LP causes a flip recovery and fonding. 


Because of this, it’s possible to use o super art the moment they fully. 


recover in the air. Their only option is to attempt to parry. After doing 
this a few times, mix it up and dash forward and + + LK (x2) > super 
art instead. This works if people are expecting the reset and attempt to 
parry. They must input the parry command so close fo the ground that 
they will not have time to react and block low in time. 


Reset 2: After an EX Joudan Sokutou Geri combo. instead of finishing 
with a Shouryuken (HP), dash up and LP then reset with Shinkuu- 
Hadou-Ken for more damage. Opponents have no choice but to parry. 
If they do so, you recover while they are still parrying, so you can con- 
tinue to attack them during the Shinkuu-Hadou-Ken to mess up their 
parry timing. 


Reset 3: After a mid air jumping kick. By hitting air to air so that Ryu 
lands first, juggle with a Shinkuu-Hadou-Ken. With two full two super 
meters, juggle again with another Shinkuu-Hadou-Ken. 








PARRY SETUPS AND TACTICS 


If you're fishing for damage, and + + LK (x2) is blocked, a good pat- 
tern is to either walk up a step and kara throw, walk up + + LK (x2) 
again, or let the controller go to neutral, tap +, then hit + + MK. If they 
hit o button to try to’ stop what they think is a throw, and it’s a low 
attack, you parry the attack, + + MK hits, then you can cancel ¢ + MK 
into a super art or special attack on reaction to the parry. If they don’t 
press anything + + MK comes out to push them away. The key is to 
avoid canceling into a super if you don’t visually see the parry happen. 


GROUND CROSS UPS 

Ryu can cross up the following characters in any corner: 
Twelve, Alex, Dudley, Necro, Hugo, Urien, 

Ryu can cross up Elena only in his own corner. 


FAVORABLE MATCH UP: DUDLEY 


This is a good match up for Ryu mainly because of one move: HK. Ryu 
con zone Dudley and keep him away with this move all day. It covers 


ground and air and beats most all of Dudley's normals. Dudley has a 


wide ducking hit box, so this move even hits Dudley when he goes low. 
Dudley has a low jump, so it is hard for him to get over HK. Dudley must 
resort to parries to successfully jump in. Use this is to your advantage 
by mixing up the timing of attacks to prevent Dudley from parrying. 
Add HP and execute the target combo to mix it up further. 


With Dudley into the corner, use mix ups off of throws to keep oppo- 
nents confused about what to do. It’s possible for Ryu to ground cross 
up Dudley off of a back throw if Dudley quick recovers. Do this enough 
times and Dudley will probably stop quick recovering. If he doesn’t 
quick recover a neutral throw in the corner, combo on the ground Shin- 
Shoryu-Ken, 


6 HITS 
TOTAL DAMAGE; 88 
CORNER ONLY (VS. DUDLEY) 


Neutral throw, just as Ryu recovers, do a Shin-Shoryu-Ken, if timed cor- 
rectly it hits while Dudley is on the ground. Juggle with a Joudan 
Sokutou Geri (HK) after the Shin-Shoryu-Ken finishes. 


The timing to hit Dudley off the ground with the super art is extremely 
inflexible. If you miss the off the ground hit Ryu flies into the air and is 
_ completely mer when Dudley ge uP from the ‘throw, ; 2 


ik dees 23 MATCH UP Sea 


ine forward keeps Ry 


play Ryu’s EX Hadouki 


while Chun-Li doesn’t have any 
meter, be patient, and try to jump in safely. 























STANDING 


HP has okay range, a fast start 
up, and good recovery. A poke 
from close range. 


MK moves Sean forward, and 
beats low pokes cleanly while 
keeping Sean close, 


COSTUMES 


A 
a 


dW + DIS 


Slow two hit overhead attack with heavy recovery time. Hit or 
blocked, many characters can retaliate with a fast super. However, if 
they don't have any stocked super meter, use this move at point 
blank range in mix-up games. Use HP as cover before an attack pat- 
fern, HP > Sean Pachiki or HP > Sean Tackle, then + + LK (x2) or 
throw for o three way mix-up. 







START UP 


Goes over many mid level attacks to score a hit. Extremely unsafe how- 
ever, and whiffs against most crouching characters and low attacks. 


NORMAL MOVES 







dH + HDIS 


Yimn wy 






STANDING CLOSE 


Close MP has frame advantage 
off of it, so it is good for tick 
throw setups and other mix ups. 
For example, after a blocked MP 
hesitate, then walk up and use 
MP again (Or + + LK (x2)). 


Close HK is a mid-level attack 
with a large amount of frame 
advantage if blocked. Good for 
verifying and linking into Hyper 
Tornado, or Hadou-Burst when 
close enough. 
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CROUCHING 


+ + LK has many uses. It is a 
quick poke that con be used for 
fick throw setups ond mind 
games. After a blocked + + LK, 
you have many options: throw, 
hesitate and + + LK (x2) follow 
vp, dash back and punish a reac- 
fion and so on. It chains into 
itself, so you can combo + + LK 
(x2) into any super art. 


+ + MK is Sean's best poke for 
mid range distance fighting. 
Combo into Hadou-Burst or 
Hyper Tornado from long range 
fo punish whiffs or to apply pres- 
sure. Up close it can be countered 
by a few super arts because of its 
blocked frame disadvantage. 


JUMPING 


Jumping straight up LP MP and 
LK add one frame to the start up 
times of those attacks compared 
to jumping forward or backward. 


Use jumping HP to get in safely. 
|f opponents block, you have sig- 
nificant frome advantage to 
setup a throw or some mix-up 
into a super art. 
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SPECIAL MOVES 
__Tenten) 


Command roll. Button strength determines the dis- 
tance rolled. Sean rolls through opponents and can- 
not he thrown out of, but he remains vulnerable to 
low attacks. Use if fo create throw whiffs in wake up 
situations. 


Dragon Smash 





Mostly good for knock down combos in punishment 
situations. The EX version is a decent reversal in 
woke up situations. 








Hits crouching opponents, but it does not knock down 
and is not safe if blocked. Passable for use in punish- 
ment situations when the damage is quaranteed. The 
EX version has similar properties except that it's 
slightly safer, hits more times and does more damage. 








=e 4x > +P (hold P) Sean Techie 















Command dash with a low hitting follow up if you 
hold punch down after you input the command. 
Otherwise, Sean goes into a small recovery, canceling 
out the tackle at the end, leaving him free to attack 
with other moves. 


Although the follow up cannot combo off of any- 
thing, the command dash itself is useful, allowing 
Sean to stay close after failed attacks. Canceling into 
this move from heavy attacks is one way to go for 
basic mix ups such as close HP —> Sean Tackle, 
throw; close HP > Sean tackle, + + LK (x2); or close 
HP — Sean Tackle (hold P to follow up). The tackle 
grab follow up variation is important when you antic- 
ipate opponents attempting to punish the recovery of 
a Sean Tackle. 


t#uodtk 


; Ryuubi Kyaku 





A leaping kick that arcs towards opponents. Very 
slow and carries a slight disadvantage if blocked, vul- 
nerable fo fast super arts, Does nothing for Sean 
offensively. The EX version is much safer, but it still _ 
doesn’t do much for Sean’s game. 








SUPER ARTS 


SUPER ART | SUPER ART II 


SUPER ART Ill 


tuo eu oeP Hadou-Burst | bx > $s > +P (push P rapidly) Shoryu-Cannon | tue euvsgP Hyper Tornado] 


Hadou-Burst is a one hit fireball. With three stocks of super meter and 
a short bar, it is ideal to use in every combo opportunity in tandem with 
EX moves. Hadou-Burst combos from + + LK (x2) and close HK link, 
giving Sean high and low options. Hadou-Burst also combos nicely off of 
+ + MK from all ranges. + + MK > 
Hadou-Burst is Sean's only threatening 
attack from long distances. Use it to zone 
out characters and punish whiffs. 


The downside to Hadou-Burst is its long 
recovery. Hadou-Burst sends opponents fly- 
ing across the screen while Sean is stuck in 
his projectile stance. He must quickly dash 
across the screen to regain o position near 
opponents. 





Connon. 


Shoryu-Cannon has a longer bar than Hadou-Burst and only two stocks, 
but does more damage and has more juggle potential. It hits multiple 
times so it works as anti-air. Combo into it low from + + LK (x2), or high 
on a crouching opponent from close MP link. Unfortunately, Sean must 
be extremely close to land these combos. 


Sean isn’t the most offensively oriented 
character, especially against characters that 
can keep out of range such as Chun Li and 
Akuma. It is hard for him to actually land 
Shoryu-Cannon from that distance, and it is 
unlikely that Sean will be able to pressure 
his opponent enough to bait them to jump 
and get caught with on anti-air Shoryu- 





Recommended Super Art: 


Hadou-Burst 


Hadou-Burst is the best super to give Sean a fighting chance. The bar is short enough so he should 
always have at least one super stocked and ready to go. The ability to do EX Dragon Smashes 
without worry helps Sean get out of corners and turn the momentum in his favor. With Hadou- 
Burst, you can turn any opening into an opportunity to connect with a combo into super. 


COMBOS YOU NEED TO KNOW 


2 HITS 

TOTAL DAMAGE: 30 

Close MP > Dragon Smash 

Damaging combo used for pun- 

ishment situations. Knocks down. 
/ SHITS 

TOTAL DAMAGE: 41 

Close HK > EX Tornado 

Heavy damage non super combo. 

Good in punishment situations. 

3 HITS 

TOTAL DAMAGE: 36 

+ +LK, + + LK > Hadou-Burst 

Flexible, verifiable way to land a 

Hadou-Burst. If + + LK (x2) is 

blocked , Sean remains close and 

has. a +1 frame advantage. Walk 

up + + LK (x2) > Hadou-Burst, 

walk up throw, low parry option 

select + + MK > Hadou-Burst, 

or walk back a step universal 

over head linked into Hadou- 


Burst are all good patterns in this 
situation. Knocks down. 


14 HITS 
TOTAL DAMAGE: 65 


+ + LK, + + LK > Hyper 
Tornado 


Flexible, verifiable way to land a 
Hyper Tornado. If + + LK (x2) is 
blocked, Sean remains close and 
hos a +] frame advantage. Walk 
up + +LK (x2) —> Hyper Tornado, 
walk up throw, low parry option 
select + + MK > Hyper Tornado, 
or walk back a step universal over 
head linked into Hyper Tornado 
are all good patterns in this situa- 
tion. Knocks down. 


13 HITS 

TOTAL DAMAGE: 73 

Close HK linked into Hyper 
Tornado. 


Verifiable way to land a Hyper 
Tornado. Heavy damage. Knocks 
down. 


15 HITS 

TOTAL DAMAGE: 55 

+ + LK (x2) > Shoryu-Cannon 
Flexible, verifiable way to land a 
Shoryu-Connon. Knocks down. 

3 HITS 

TOTAL DAMAGE: 52 

Close MP >Dragon Smash (HP) 
> Hadou-Burst 


High damage combo using 
Hadou-Burst, good for punish- 
ment situations. Knocks down. 


Hyper Tornado only stocks one super meter, but it does the most dam- 
age of any of Sean’s super arts. It has the same combo possibilities as 
Hadou-Burst. With Hyper Tornado stocked and ready to go, Sean is a 
threat from for mid to long ranges. Punish any poke or rush down 
attempt with + + MK > Hyper Tornado. 


Only having one stock of super meter for 
Hyper Tornado is a big disadvantage. After 
landing it, it takes Sean a long time to refill 
his meter to use it again. During that time 
Sean does not have any high damaging 
combos off of pokes to keep opponents 
from rushing in on him. 





TARGET CHAIN 


SS 
CLOSE MP > HK 


Sean's only safe combo without a stocked super 
meter. Not so good damage off of a mid level attack. 
Safe in most situations, the roundhouse whiffs 
against Yun and Yang when they are crouching. 
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Sean’s offensive options are rather limited. He can’t really score big 
damage outside of using a super art. To make up for this, concentrate 
on landing as many super arts as possible. Hadou-Burst is the best 
choice for giving Sean a decent offensive game. Without a stocked super 
meter, stick with + + MK and + + HK for poking to inflict damage and 
score a knockdown. When at a distance, stay just outside of the oppo- 
nent’s longest low poke, and bait an attack. Punish any whiffed move 
with + + HK, then dash in after the knockdown. 


At dose range, use Sean Tackle to bait out an attack or tech throw 
attempt and punish accordingly. From mid range, use + + MK > Sean 
Tackle (LP). Don’t finish the tackle command (meaning don’t hold the 
button). In essence, you use the Sean Tackle as a quick dash while oppo- 
nents are in block stun from the previous move. When Sean recovers, 
throw or use (+ + LK (x2) / dose HK) > super art. Use Sean Tackle to 
apply constant pressure whenever pushed out of range. For example, if 
+ + LK (x2) is blocked, immediately + + MK > tackle to get back in 
close. 


After a jump in, hesitate a split second to make it appear like you might 
throw, then Zenten (LP) through opponents and attack from the other 
side. Expect to score a hit if you catch them in a throw whiff or they sim- 
ply didn’t react in time to block. Don't try this too often, but do it every 
once’ in a while to keep opponents on their toes. 


When Sean gets close, throw often, especially without stocked super 
meter. His kara throw has good range. If you can bait a tech throw 
attempt, punish with # + MK > super art. Some good throw setups are: 


+ + LK, throw 

+ + LK (x2), kara throw 
LK, throw 

Close MK, throw 

+ +LK, whiffed LP throw 


Sean's air options are rather limited. He has a different jump arc than 
the other shotos, with a sort of lag which prevents him from jumping as 
far. Many characters out range and out zone Sean on the ground, leay- 
ing little choice but to jump in. Jumping HP is the best choice. Jumping 
MK cross up is not good on already standing opponents as most charac- 
ters can easily walk or dush under it. Stay in front of opponents if you 
must jump in, unless the cross up is a sure thing. 


Against airborne opponents, stick with option parry jumping HP or HK. 
As for anti-air, EX Dragon Smash is his only viable option other than 
using Shoryu-Connon. EX Dragon Smash is only two hits, so it is easily 
parried. A better option is to take advantage of Sean's quick dash and 
dash under opponents as they jump. From this position, either throw or 
attempt (+ + LK(x2) / + + MK) > super art. Another effective option 
is jumping back HK in reaction to a jump in. 


WWAKEUP GAME 


With all three super arts, Sean has both high and law options to verify 
combo into a super art, which is important to thwart parry attempts. 
Sean’s target combo overhead is good every once in a while if oppo- 
nents always block low on wake up. All three super arts can be used in 
a combo behind of a meaty UOH on wakeup. 


Sean has many of the shoto fake out maneuvers used to trick opponents 
on wake up. For example, whiffing LP and LK as they are getting up, 
then switch it up and either throw, or + + LK (x2) and look for a hit 
before doing a super art. A good mix-up is to tick with + + LK, making 
it look like a throw setup, then use close HK, and link into Hyper 
Tornado if it hits. With Hadou-Burst, you must have quicker reflexes and 
cancel it on reaction if on opponent attempts anything. Tick with + + 
LK, then dash back and use + + MK, then cancel it into a super art if 
you see a move. 


A neat little trick that is sure to work at least once after o throw is a 
Rolling Scat over grounded opponents as soon as you throw them, and 
they don’t quick recover. You cross them up just as they get up. Catch 
them while they are blocking the wrong way. 


When Sean is the one knocked down, other than blocking or parrying, 
his only real safe wake up move is an EX Dragon Smash. After getting 
up, if an opponent is doing any tick throws or hesitation moves, use + 
+ LP. + + LK combination. Combo that into Hadou-Burst or Hyper 
Tornado. 


SETUPS 


Ranges setups for UOH > super art 


Against small characters: 
(Close MP, MK), UOH > Hadou-Burst, Hyper Tornado 


Against medium sized characters: 
(Close HP), UOH > Hadou-Burst, Hyper Tornado 
(Close MP LK), UOH > Hadou-Burst, Hyper Tornado 


Against wide characters: 
(+ +LK, close HP) UOH > Hadou-Burst, Hyper Tornado 


Against Oro: 


No setup is required. UOH > Hadou-Burst, Hyper Tornado works 
at close distance on crouching Oro. 


RESETS 


Reset 1: If you manage to land a Rolling Sobat, immediately throw a Hadou- 
Burst to hit opponents in their air recovery before they land. Although be 
wary about using this offen because one parry nullifies this trick. 


Reset 2: After any cir-to-oir jumping HP or MK, if Sean lands before an 
opponent does, Hadou-Burst the air recovery for an extra hit for decent 
damage. Although if done from close range and they parry, Sean is not safe. 


PARRY SET UPS AND TACTICS 


Sean can do the typical shoto parry setups such as + + LK (x2) and option 
select down if blocked. He also can be tricky with close HP. He has signif- 
icant frame advantage after the move. If it hits, link into a super art. If it 
is blocked, hesitate and bait a low poke, and parry down. From the range 
Sean is at affer a blocked HK, the best moves to hit Sean are low pokes, 
$0 an option parry in this situation is generally without much risk. 


GROUND CROSS UPS 
Sean can cross up the following characters in any corner: 
Twelve, Alex, Dudley, Necro, Hugo, Urien. 


Sean can cross up Elena only in his own corner. 


‘anti-air options. Sean's super jump is not as good as the other shotos for 





FAVORABLE MATCH UP: REMY 3 


Sean is one of the underdog characters of Street Fighter 1 S= Sete 

but he can hold his own against Remy. Sean's + + MK ond + = = se 
Remy problems. Remy can’t brainlessly throw out Light cf Ves = 
Sean. Hadou-Burst or Hyper Tornado through them if secs % 
requires a quick reaction). Rolling Sobat goes the low Light 2 a= 
and Sean Tackle early, or roll under the high Light of Virtue St See 
ranges, punish Remy’s low forward with Hadou-Burst or Shoryu-Comnee 

regardless if the move is blocked or hit. Remy’s low roundhouse & aise 
punishable. Take advantage of these weaknesses fo knock Remy dame 
and stay on him. 


UNFAVORABLE MATCH UP: NECRO 


Sean has a hard time dealing with Necro’s MP. This move out ran 
of Sean's ground pokes and hits him even when he is crouching. See 
can’t zone out Necro with + + MK like he can other characters : 

Hecro’s MP always beats it. Furthermore, Necro can punish any whiffed ‘ 
limbs with it. Expect @ tough time getting in close. Sean Ta 
unavailable for the some reason. flecro’s HP stops Sean from advane- 
ing. The air isn’t any easier for Sean because Necro has too many safe 










landing a safe cross up. 


For Sean to win this match, resort to parrying. On the ground, parry 
Necro’s MP from max range. If you successfully parry his attack, use + 
+ MK > super art, or + + HK if you don't have enough super meter. 
Once you knock him down, dash up close or go for a cross up, and stay 
near him. If you choose to try jumping, on early jumping HK will beat 
his near perfect low MP anti-air. If Necro properly mixes up his anti airs, 
expect trouble. Parrying is not much help if Necro relies on low MP. Even 
affer a parry, ‘Necro recovers quickly enough to block or even parry 
attacks, 
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Twetlue 
NORMAL MOVES 


HP: Decent anti-air. Covers a lot 
of area af.a good angle. Hard to 
parry, 


MK: Upward knee that moves 
Twelve forward slightly. Super 
jump cancelable, meaning after 
doing it you can cancel it directly 
into a jump and then an air dash 
to pin your opponent down and 
start another attack. This is a 
must to help keep Twelve air- 
borne after offensive patierns 
that start on the ground. 


HK: Incredible range. Ok for hit- 
ting whiffed attacks with bad 
recovery from a distance. Very 


hard for a character to make this START UP (1Z) (ics START UP 


attack whiff as well. However, Kaiya) (Gene 


this attack has a slow start up and 
recovery. 
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COSTUMES 


aue 


dH + YW + dT 


dH + 44015 
W1+ 05 
WH + H0NS 


An upward kick that’s cancelable. If they parry if you can cancel into 
a A.X.E. (LP) to give them more to parry on the way down. 








Kokkuu: Flying air dash. Twelve’s game revolves around his air dash, 
which gives him the ability to be able to fly in and out of attack range at 
will. When combined with Twelve’s incredible jumping attacks, like jump 
HP and HK, Twelve can control a considerable amount of screen space at 
will. Use forward air dash to apply constant pressure with jump HP ond HK. 
When close, you can whiff his air dash completely by doing a jump HK 
while the air dash is close to the ground, which whiffs, then when you land 
ether throw or + + LK > A.X.E to make blocking and parrying difficult. 
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SPECIAL MOWES 








* + MK: Overall decent sofe 
eke. Comes out fast and has 
Scent range. Good for punishing 
eeiffed normals. 


sant UP 


# = HK: Good range for a sweep, 
Serd to make it whiff during foot 
somes. Will hit characters frying 


se walk backwards out of range if 7START UP 








Sey ore too close. This attack Cr = = - 
must be done from maximum : ; |} Strange projectile attack that comes up from the — Multi-hit whip attack. Hits several times up close. [i= 
pease to keep it from being pun- DH ground at varying distances. Button strength deter- — Twelve’s most damaging special attack. Can be com- yy 
shed if blocked. Fans mines where needles come up from. The EX version _hoed into affer a + + LK for minor damage. Twelve's igs 
of this move comes out slightly faster, recovers slight- only option outside of a throw for dealing damage = 
ly faster, and puts your opponent into a juggle set up. when he gets an opening since he has very few com- gu 
Although not extremely useful, when your opponent hos to work with. If you get an opening, go straight 
is waking up, it’s actually possible todo an N.D.L.so into the move and mash on punch, The EX version of 
meaty that the tail end of the needle hits and it’s pos- ) this move hits more times and does more damage. 
sible to get enough frame advantage after it to link The aerial version of this move can be used to thwart 
a + +LK. This can be helpful for point blank mix up —_anti-air parry attempts. Be careful, the ground ver- 
situations, allowing Twelve to attack or tick throw sion is vulnerable if blocked. 
behind a small frame advantage. The positioning for 
this is difficult, which is almost directly next to them 
on wake up with enough time to do a N.D.L. (LP) 
JUMPING very early. This move is also vulnerable to quick 


recovers, which ruin the set up altogether. Easiest to 
START TOP a set up affer a successful X.N.D.L combo, which they 
See can’t quick recover from. 





7TART UP 
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ro 
fallen 


Dive attack, Button strength determines the 
the dive. Not very useful, although it sie d 
of a surprise factor to it. The EX version is extre 
fast and knocks down, good for going over project 
and punishing a whiffed attack while your jumping 
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SUPER ARTS 
SUPER ART | 
geseseer 0 KNDE] 


Super art 1 equips Twelve with 2 stocks of meier to do a super art ver- 
sion of his N.D.L. projectile. X.N.D.L- iravels the length of the screen, 
although it does less damage the further it travels. You can verify it with 
441K x2 XNDL, 4+ LK AXE 
(LP) > X.N.D.L, ond by super jump can- 
celing stand close MK > X.N.D.L. X.N.D.L. 
works great as anti-air, although sometimes 
itis only one parry, so use with caution. This 
is not a good super to miss with, because 
the recovery is terrible. On a positive note, 
Twelve has a lot of meter to use for his 
decent EX moves. 











Recommended Super Art: X.N.D.L. 








SUPER ART III 
decease 0 xcori) 


When Twelve activates X.C.0.PY., he morphs into his opponent for a lim- 
ited amount of time. All of the morphed character's moves do 25% more 
damage than normal. Twelve also gains o 20% defensive boost as well, 
However, Twelve does not have access to their EX moves or super arts. 
This is the reason not to use X.C.0.PY. Many 
characters are very dependant on their 
supers ond EX moves. Although, it can be 
argued that almost any character has bet- 
ter offensive options than Twelve, so mor- 
‘| phing actually helps Twelve in this way. 
When the timer runs out, Twelve morphs 
back into his original form. During his 
retransformation period, he takes an 
extremely high amount of damage if hit. 
ts ; Akuma for instance, can kill Twelve during 
; this time with one move. 


SUPER ART II 
Wiljumping o> os > eK XELAT.] 





X.ELA.T. must be done from the air. Twelve does a repeating, quicker 
version of his D.R.A. move. If can hit an airborne opponent, although 
the damage is terrible. The only way to hit confirm this from the ground 
is to super jump cancel close stand forward kick and cancel into super 
immediately when in the air. 


ae X.ELAT. con OTG combo Hugo after 


Twelve’s neutral throw if Hugo doesn't 
quick recover. 





None of Twelve’s super arts stand out as being terribly good. X.C.0.P.Y. can be OK against certain opponents. X.N.D.L. is Twelve’s 
only super that actually helps him out in a reasonable way. X.N.D.L. can be comboed into for decent damage, considering Twelve 
doesn’t really have very many combos to begin with. Twelve will probably get the most use out of his two stocks of meter by using 
it for EX moves. EX N.D.L. and EX D.R.A. are both good, and generally safe moves. Use both of these moves to help score 
a knock down. Then, get in close and score a hit, and try to verify a combo into X.N.D.L. 







COMBOS YOU NEED TO KNOW 


3 HITS 8 HITS 

TOTAL DAMAGE: 13 TOTAL DAMAGE: 39 

H+ lLK AXE ++ KK AXE > XNDL 
i, Twelve’s only low hitting non — Twelve's only low hitting super 

supér art combo. art combo 

3 HITS 19 HITS 

TOTAL DAMAGE: 22 TOTAL DAMAGE: 69 

CORNER ONLY MK SUPER JUMP CAN- 

EX N.D.L from. sweep-distance CELED INTO VERY EARLY 

away, juggle with HK X.RLA.T. 


Twelve's only option for combo- 
ing X.ELAT. High Damage. 
Extremely difficult to do, not rec- 
ommended. 


Position specific juggle off of EX 
N.D.L. 
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Twelve can only really do two things: poke and throw. Outside of a super 
ari, he has virtually zero combo potential. Because of this, Twelve has 
no real way to punish anything significantly. This is really bad for 
Twelve, because opponents will have no fear of doing random 
Shouryukens, supers, or anything else that can hit for big damage and 
knock Twelve out of the air. What would normally be a big risk maneu- 
ver is actually in your interest against Twelve. His lack of punishment 
ability tips the risk/reward ratio into the favor of high risk paying off. 
Twelve is likely to be hit by random anti-airs and supers all the time, 
and there is not a whole lot Twelve can do about it. 


Since Twelve can do nothing more than poke and throw, he doesn't have 
a very good close up game. Add to this the fact that his only verifiable 
ways to combo into super can both be parried low, why would he want to 
get close. When Twelve is on the ground, low forward is his best poke. Use 
it often. Against taller characters, use LP a lot to keep them grounded. 


Twelve can take advantage of his air dash flight capabilities to form 
some sort of offensive game. Twelve's maneuverability is his strong 
point. He can fly in, poke or throw, do a little damage, then fly away, 
do a random N.D.L, fly back in, poke or throw, get any piece of dam- 
age he can, fly away, and repeat. Essentially, you want to fly around 
back and forth being annoying and scoring little bits of damage here 
and there. That is the best you can hope for. 


There aré-some tricks Twelve can utilize to help him score those little 
hits. Twelve can air dash really low to the ground by inputting the first 
command of the air dash as you jump. From the ground, tap #, ~, and 
as soon as Twelve gets in the air he will begin to fly. From this low 
height, you can cancel the dash into an air HK that will bring Twelve 
hack to the ground really quickly. It is like performing a quick low jump. 
You can use this travel across the screen really quickly at a very low alti- 
tude. Use the speed of this trick to get in closé and either throw imme- 
diately, or take advantage of the fact that they are probably still block- 
ing high and do + + LK > A.X.E (LP) > X.N.D.L. This is one of the 
few good ways to land that combo. 


If you are air dashing towards an opponent from far away, cancel into 
jumping HP to hit them at a distance. HP covers a lot of distance and can 
keep opponents away. Land and then air dash back. If you do the low air 
dash trick to dash back, after you land immediately EX N.D.L. This will 
hit many characters who try to dash up and follow Twelve. Another good 
option when you land from an air dash is to HK. If you are near the 
opponent and they jump, use an HP them as they ascend. If you air dash 
in from medium range, cancel into jumping LP. The LP hits from high up 
and usually gives Twelve frame advantage when he lands. Use this 
opportunity to throw. If your opponent jumps while you are air dashing, 
cancel into jumping MP. This poke comes out fast and has great range. 


At times when you air dash in pretty close, hit them with jumping HK, 
and when you land, do close stand forward kick and super jump cancel 
back into the air. From there you have many options. A tricky maneu- 
ver is fo super jump cancel and jump backwards, then air dash forward 
again and cancel into HK immediately. The HK will whiff and you will 
land right back next fo them really quickly. Use this opportunity to 
quickly throw, or do + + LK > A.X.E. (LP) > X.N.D.L. This works real- 
ly well against a cornered opponent. 


Twelve’s HP is great anti-air. You can hit opponents on the way up, at 
the height of their jump, or as they are coming down. Mix it up to dis- 
courage parries. Another good way to mess with parry attempts is fo use 
LP as anti-air. If they parry, cancel into EX N.D.L. The parry timing for 
this is tricky, and if it hits, you can juggle with HK. Twelve's safest anti- 
air is to walk under his opponents and throw. His walking animation is 
so low to the ground that he almost never gets hit by cross ups. You can 
also use his walk to go under most projectiles. 


WAKEUP GAME 


If you score a knockdown, it is usually from a throw or EX N.D.L., so 
they will be sent flying across the screen. This is a good setup for a cross 
up. Super jump up and air dash towards them. Cancel into jumping HK 
to cross them up as they get up. Land ond do + + LK > A.X.E. (LP) > 
X.N.D.L. 


When Twelve is the one gelting up, his options are rather limited, + + 
LP > A.X.E. (LP) comes out fost and pushes them away a bit. But if it 
is blocked you're in trouble. Twelve doesn’t have any high priority 
moves to deal with this type of situation. Try not to get knocked down 
and cornered. If you do, you might have to resort to parrying. 


SETUPS 


Ranges setups for UOH — super art 


Against small and medium sized characters: 
(4+ + LK, + + LK), UOH > X.N-DLL. 


RESETS 


Reset 1: In the corner if you hit your opponent with an EX N.D.L., jug- 
gle them with LP to reset them, then UOH. You can set up the distance 
perfectly to link X.N.D.L after the UOH. 


PARRY SETUPS AND TACTICS 


When Twelve is air dushing in, he often does jump LP londs, and throws. 
Before throwing, try to tap forward. This way, if they tried to poke you 
with o mid level attack, you will parry and then throw them. If they did 
nothing, you will throw them as well. This is a good option select tactic 
to help Twelve when he is close. 


Twelve can cross up Hugo in any corner. 


FAVORABLE MATCH UP; CHUN-LI 


Chun-Li is one of the strongest characters in the game; one hit can lead. 


to over 50% damage. Twelve is one of the weakest characters in the 
game, even his biggest combo only does around 35% damage, and it is 
hard to actually land. So how does Twelve beat Chun-Li? From the air. 
Twelve's unique (an arguably bad) style of poke and run away tactics 
actually are effective against Chun-Li. Twelve can attack Chun-Li repeat- 
edly from the air because of her lack of any anti-air moves. And when 
Twelve is running away and flying across the screen, it is very hard for 
Chun-Li to catch him. The more time Twelve spends in the air, the less 
chance there is that he will ever get hit by Chun-Li's deadly low forward 
> Houyokusen. 


This is by no means a free win for Twelve. Twelve always has to be care- 
ful. Chun-Li only needs fo land two hits fo essentially secure a win. Twelve 
on the other hand has to land numerous hits. If Chun-Li blocks or gets hit 
by Twelve's HK, she can super the recovery from half screen. If Twelve 
can avoid Chun-Lis low forward, anti§ep attacking safely from the air, 
then he can defeat one of the game's most deadly characters. 


UNFAVORABLE MATCH UP: KEN 


Twelve vs. Ken is one of the hardest match ups in the game. Twelve has 
preity much no ground game against Ken. The best he can do is try to 
punish whiffed low forwards or roundhouses with his own low forward. 
The air isn't much better. Ken's Shouryukens can stop Twelve’s air dash 
attack. Twelve also has to be weary of random jump EX Tatsumaki 
Senpuu Kyakus. Twelve has to get airborne to get his pokes in, but 
against Ken, this just isn’t possible. Twelve is wide open every time he 
goes in the air. Twelve has no high damaging combos to punish whiffed 
high risk moves, so Ken is free to be as random as he wants with 
Shouryuken and Tatsumaki Senpuu Kyaku. This can be really hard for 
Twelve to deal with. 


For Twelve to win this match up, he has to play perfectly. Attacking dur- 
ing air dashes is going to have to be kept to a minimum. Any poke can 
be beat by a Shouryuken. Low jump short air dashes and a lot of throws 
are going to,bé your main tools. Cancel an air dash and try to bait our 
Shouryukens that miss, and therdo as much damage as you can. This 
win will not come easily. 
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NORMAL MOVES 


STANDING 


HP goes over some low attacks at 
the right range. 


HK is a slow overhead kick that 


CROUCHING 


+ + HP as anti-air. Also Juggle 
set up, Urien’s main opening for 
combos and big damage. Terrible 






























moves Urin’s body back slightly vi : 4 recovery however, very unsafe if 
Can be used to avoid and punish | eaesae \ eS PARRY any ai a 


throws at point blank range. 





Sess) | PARRY 
+ + MK has good range, speed, + MMP Low Strong 


and recovery. Ok whiff punisher. 
Overall good poke in general. 


+ + HK is a sweep with amazing 
range. lt can punish whiffed 
moves if it is done early. 
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JUMPING 


Jumping HK is an overall great 
jump in. Good damage, great 
ronge, average priority. 





SPECIAL NORMALS 










Can be used as anti-air against frontal jump ins. Use it at the end of 
juggles to start a reset set up. 
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Great overhead, Very fast. Extremely useful to land hits that lead to 
large combos while they are in block stun with an Aegis Reflector on 
top of them. 








dH + His 
WW + 1055 


Lunging Kick with great range. Moves Urien very for forward while 
attacking. Use during foot games because it's hard for your opponent 
to make this attack whiff. Also important for Aegis Reflector unblock- 
able setups. 





SPECIAL MOVES 

















Juggle set up if it hits os anti-air / projectile with slow 
recovery. Button strength determines what direction 
the projectile flies it. The MP and HP versions of this 
attack fly upward at an angle, can by used as 
onti-air if thrown early against anticipated jumps. 
{fit hits as anti-air Urien can go into extended juggles 
for massive damage. The EX version travels slower 
and hits twice, but has even more recovery then the 


original. 
Chariot Tackle 


Charge + + +K 





Juggle set up / leaping headbutt. Whiffs on crouch- 
ing characters, however the recovery is sfill rather 
fast and hard to react to. Can sort of be useful for 
throw set ups. Helpful for setting up Aegis Reflector 
unblockable set ups. The EX version hits twice and 
puts your opponent into a juggle set up. Good for 
extended juggles. 


Charge + + +K 


Violence Knee Drop] 

























Juggle set-up if it hits as anti-air //Fastshoulder tack- 
le with fast recovery. Great for extended juggle com- 
bos off of his + + HP or anti-air Metallic Sphere. Also 
a good overall move for pressure and zoning. The EX 
version is faster, hits twice, and has a slight frame 
advantage after it that you can use fo link after with 
a Tyrant Slaughter. 


Flying knee drop. Helpful for initiating Aegis 
Reflector unblockable setups. The HK version 
can be helpful for getting out of a corner. 
The EX version hits twice and tracks 
your opponent, which can hit 
them from anywhere on screen. 





+ +LP + + LP > Dangerous 
Headbutt (LP) 


Urien’s only safe and verifiable 
combo without a super. Whiffs on 
crouching characters however. 
Only do it if they are standing. 
Honestly not all that useful. 
Knocks down. 


++LP +4 LP > EX Chariot 
Tackle 


Verifiable. Not so great damage, 
but it is safe. 


EX Chariot Tackle linked into on 
immediate Tyrant Slaughter 


Ok combo if you happen to hit 
with o random EX Chariot Tackle 


+ + LP + + LP > Tyrant 
Slaughter 


Flexible and verifiable. Ok dam- 
age. Knocks down, 











COMBOS YOU NEED TO KNOW 


LP LP > MP > Tyrant Slaughter 


Verifiable. Whiffs on most 
crouching characters. Knocks 
down. 


+ +HP for 2 hits, juggle with an 
early EX Dangerous Headbutt, 
when Urien recovers, juggle again 
with Dangerous Headbutt (HP) 


Good mid screen option for pun- 
ishment situations. Knocks down 


+ + HP for 2 hits, juggle with 
and early Chariot Tackle (MK), 
when able, juggle with an early 
EX Chariot Tackle, when Urien 
recovers immediately juggle with 
a Chariot Tackle (HK) 


Damaging anti-air option. Also 
good in punishment situations. 
Knocks down. 




















+ + HP for 2 hits, immediately 
juggle with an EX Dangerous 
Headbutt, then juggle with a 
early Chariot Tackle (HK) > 
Jupiter Thunder 


Easy way to land Jupiter Thunder 
mid screen in punishment situa- 
fions or as anti-air. Knocks down. 


+ + HP for 1 hit > Chariot 
Tackle (HK) > Aegis Reflector 
(LP), immediately do a Chariot 
Tackle (HK) when Urien recovers, 
then while they are still being hit 
by Aegis Reflector, link a + + HP. 
juggle with an early Chariot 
Tackle (MK), juggle with on 
immediate Metallic Sphere (MP), 
juggle again with a Charriot 
Tackle (MK), then finally juggle 
again with semi early HP. 


Complicated Aegis Reflector 
combo. Does massive damage. 
Only works against Chun Li, 
Necro, Q, Elena, Makoto, and 
Twelve. Knocks down, allowing 
you fo start an Aegis Reflector 
unblockable pattern again. 


MP. EX Dangerous Headbutt, 
juggle with a late EX Chariot 
Tackle, juggle-again with on early 
Chariot Tackle (HK) > Jupiter 
Thunder 


Does massive stun damage, Only . 
good for punishment situations. 
Knocks down. 


hee 























SUPER ARTS 
SUPER ART | 


Urien does 5 consecutive Chariot Tackles for good damage. A very basic 
super. Urien can cancel it easily from his LP MP target chain, + + LP x2, 
as well as from any Chariot Tackle. Use Chariot Tackles to attack from 
long distances and punish whiffs, and cancel into Tyrant Punish if one 
connects. Urien can also link into Tyrant 
Punish after an EX Chariot Rush or Jumping 
HK. Jumping HK has really long reach and 
a long enough hit stun to allow Urien to 
attack from almost any height and still 
have time to link the super when he lands. 





With 2 stocks of super meter, Urien is free 
to use EX moves for his big damage jug- 
gles. Tyrant Punish gives Urien big combo 
opportunities that his other super arts can’t 
supply. An all around decent super. 





SUPER ART II 
SeeeyeeP _tupiter Thunder] 


Urien charges up to throw a giant projectile towards his opponent. It 
does good damage and has combo possibilities. It can be used to finish 
off many of Urien’s long juggle combos. It does o lot of stun damage. 
Urien can easily stun Remy or Akuma with Jupiter Thunder at the end 
of a juggle. Jupiter Thunder may be the 
super art of choice against Akuma because 
of his ability to teleport out of Aegis 
Reflector setups. 








Recommended Super Art: 

Aegis Reflector 

All o£. Urien’s super arts can lead to big damage if he has dean 
openings, but only Aegis Reflector can put immense pressure on 
opponents when they are blocking and lead to big damage 
without initially landing the super. With the addition of unblack- 
able, and high/low mix-up setups, Aegis Reflector is clearly 
Urien's most useful super art. It can he used in almost any sit- 
uation to inflict some damage on your opponent. 


TARGET COMBOS 


LP > MP 


Verifiable way to land a Tyrant Slaughter. Whiffs against 
most crouching characters though. Not very useful. 





QUARREL PUNCH > HP 


First hit whiffs against crouching characters, so it hos 
limited usefulness, 








SUPER ART III 


Urien sends out a wall in front of him that can hit up to 6 times and 
reflect projectiles. The button pressed determines how far the reflector 
initially travels. After that, it has a homing feature, moving either for- 
ward or backwards from its initial position toward the opponent. Urien 
- can also press two punch buttons for a vari- 
ation of the reflector that comes out almost 
instantly right in front of him, although 
higher thon the normal reflectors. With this 
variation’s frame start up, Urien can combo 
into this reflector after a UOH or after his 
j neutral throw on some characters, and 
even after + + LP x2 in the corner. 


Aegis Reflector is a very complicated super. 
lt doesn’t do very much damage by itself, 
but it has the potential to be used in an 
almost unlimited number of ways to produce high damage combos, 
unblockable and ambiguous setups, and big damage off of overhead 
and low attacks. Urien con even use Aegis Reflector for the purpose of 
canceling his special moves to recover faster so he can add on a few 
more hits to the end of a juggle. 


The most basic use of Aegis Reflector is to combo into it and allow the 
reflector to do some damage before starting a juggle with + + HP. This 
can be easily done in the corner after o Chariot Tackle. Cancel into a 
Aegis Reflector (LP) , then simply launch them with + + HP after the 
last hit of the reflector. In mid screen, if you can hit them into the reflec- 
tor behind them, the reflector will bounce them back towards you. 
Continue to keep hitting them in to the reflector until Aegis Reflector 
runs out, then launch them with + + HP and continue to combo them. 


{t usually is difficult for Urien to connect with + + HP or a Chariot Tackle 
in order to combo into Aegis Reflector Directly. Urien usually has to 
resort to trying to do damage with Aegis Reflector indirectly, Chariot 
Tackle into your opponent, and even if they block, activate an Aegis 
Reflector. At this point, you can either do a low move, an overhead 
attack, or try to throw them. Hit them with any of these, and they will 
bounce into the Aegis Reflector. You may then possibly have the ability 
to hit them again while they ore caught in the Aegis Reflector. This is 
especially useful in the corner. After an overhead or low attack, Urien 
has enough time to recover from his move and launch his opponent with 
+ + HP before the Aegis Reflector runs out. An overhead or low attack 
can lead to a big juggle for o lot of damage. 


Aegis Reflector can be used to set up an unblockable scenario for Urien’s 
opponent. Hit your opponent from the front while Aegis Reflector hits 
them from behind. If the hit boxes of the two moves overlap, then it cre- 
ates a situation where your opponent cannot block. This makes Aegis 
Reflector extremely lethal. The only way to escape from an unblockable 
setup is to parry correctly, or execute a move with enough invulnerability 
to move out of the way of it. After landing an unblockable hit into Aegis 
Reflector, Urien usually has enough time to launch his opponent with + + 
HP to continue with an oir juggle for a ton of damage. 


STRATESBY 





Urien has the potential to do a ton of damage and a lot of stun if he con 


land one of his long juggles. The problem is that it's hard to land his jug- 


gles straight up. + + HP comes out slow, so it’s only useful for punish- 
ment situations. Urien can’t rely on + + HP to get his damage. He has 
to use his Aegis Reflector to create openings to knock away at an oppo- 
nents life bar and possibly trick them and land a juggle and possibly set 
up an unblockable Aegis Reflector. Urien is at such an advantage when 
he activates Aegis Reflector. The opponent usually con't attack while 
Urien is pressuring with Aegis Reflector. So Urien wants to fight with an 
Aegis Reflector on his opponent whenever possible, 


Urien should play defensively when he doesn’t have meter. He doesn’t 
have a lot of high damaging offensive options that are safe. His Chariot 
Tackle is not safe if blocked, so it is hard to get in. It’s better to stay back 
and charge your super meter. Whiff a lot of MPs to build your meter, 
and try to keep your opponent away from you as best you can. Poke 
with + + MK, and keep charging your meter with MPs. 


When you have enough meter for an Aegis Reflector, it is now safe to 
rush in and attack. Hit them with a Chariot Tackle to get in and cancel 
into Aegis Reflector. Canceling into this move gives Urien frame advan- 
tage when he recovers so it is safe to Chariot Tackle at any time if you 
have meter. If they block the Chariot Tackle, you have a lot of mix up 
options to try to land some damage. The most basic options are fo either 
do an overhead attack, hit them low, or throw and bounce them into the 
Aegis Reflector to set up a juggle. At mid-screen the damage you can get 
off of a blocked Aegis Reflector setup is ok, but ideally you wont to get 
them into the corner first. If they block and you activate a Aegis 
Reflector (LP) in the corner, any hit you connect with will allow you to 
launch them with + + HP before the Aegis Reflector runs out. You can, 
land a huge juggle and possibly set up an unblockable Aegis Reflector 
setup if you have enough meter. If your opponent blocks the Aegis 
Reflector and all of your mixups, simply dash back and start charging 
your meter again with MPs. Urien is a better character with an Aegis 
Reflector on screen to help him out. There is no reason to put yourself 
at risk when you can just run away for a little bit until you can activate 
it again, 


+ + HP is good as anti-air and sets Urien up for his big juggle combos 
and unblockable setups. It is a bit slow, so it tends to get beat by early 
jump attacks, Jumping back HK is another really good anti-air tactic. 


Urien has many tricks he can do if he lands a knockdown while Aegis 
Reflector is out. Urien’s dash is really good, and can dash through a lot 
of characters if they quick recover. He can use this to set up unblockable 
Aegis Reflector situations or to just confuse his opponents and hit them 
into it while they aren't blocking. Urien can also take advantage of 
charge partitioning to dash up quickly and do a Dangerous Headbutt 
over their fallen body to hit them from behind into the Aegis Reflector. 


After knocking them down in the corner, there is no need fo wait until 
they get up and Chariot Rush > Aegis Reflector. They could potentially 





parry this. Just activate a Aegis Reflector (LP) over their fallen body and 
let them wake up right into it. Try to hit them with an overhead or low 
attack and then launch them with + + HP if it hits. If Urien doesn’t have 
enough meter for an Aegis Reflector, he isn’t going to be that much of 
a threat to a waking up opponent, so Urien is as risk to wakeup moves. 
Urien might want to back off and fry to build up his meter before 
attacking again. Mid-screen jump HKs are good and fairly safe because 
of its long range. Urien just needs to annoy his opponent and keep them 
away for a little bit until he has his meter again, then he can charge in 
and active Aegis Reflector. 


When Urien is the one getting up, he has a nice wakeup move in his 
Dangerous Headbutt. The LP version comes out fast and is generally safe. 
If it whiffs completely though Urien is vulnerable. + + LP is also a pret- 
ty good poke up close. + + LP > Dangerous Heatbutt (LP) is a fairly 
safe option to do as well to try to knock someone away from close range. 


SETUPS 


ADVANCED SETUPS: 
UNBLOCKABLE AEGIS REFLECTOR SETUPS 


Setup 1: After a throw, immediately activate a Aegis Reflector (LP) . 
During the super freeze charge down, and do a Dangerous Heatbutt (HP) 
as soon as the action resumes to go over your grounded opponent's 
body. As soon as they get up, hit them with a Quarrel Kick to push them 
into the Aegis Reflector. The kick overlaps the Aegis Reflector and will be 
unblockable. As soon as you recover, launch them with + + HP This is a very 
basic setup. Your opponent can escape by quick recovering the initial throw. 


Setup 2: Connect with + + HP and juggle with a Chariot Tackle (LK) 
Cancel into a Aegis Reflector (HP) and charge during the super freeze. 
Immediately Chariot Tackle (HK) to juggle again. Charge down during 
the Chariot Tackle. Hesitate for a split second, then Violence Knee Drop 
(HK) to get to the other side of your opponent. Dash up twice to push 
your opponent towards the reflector while they are on the ground. 
Immediately hit them with « Quarrel Kick to push them into the Aegis 
Reflector and cause an unblockable situation. Hit them with + + HP and 
juggle. If you have enough meter and are still positioned mid screen you 
can repeat the setup for another unblockable Aegis Reflector combo. This 
setup is really good because when the second Chariot Tackle hits, it push- 
es your opponent into the Aegis Reflector as the last juggle hit, thereby 
disallowing them to quick recover 
and escape this setup. The timing 
and spacing varies slightly on the 
tharacters this Setup works on. 


Setup 3: In the corner, 
juggle with a Chariot 

Tackle and cancel into Aegis 
Reflector (LP) . Walk backwards 
and charge, then do a Chariot 
Tackle (HK) to move your oppo- 
nent back into the corner without hit- 
fing them. Charge down during the 
Chariot Tackle. Do a Violence Knee Drop 
(HK) to hit your opponent right as they 
wakeup. This will cause an unblockable situa- 
tion and they will get hit by the Aegis 
Reflector. Land and launch them with + + HP. 
Repeat from the start if you have enough 
meter. You can do multiple Chariot Tackles 
fo increase the damage. You can set 
this up witha ++ HP or anti-cir 4 
Metallic Sphere or any 
other means to juggle 
them. Another good 
way to set this up 

is after a blocked 
Aegies Reflector in the 
corner. Try to hit them 
with either a UOH or 
low attack, then + + 


































HP to juggle and begin the setup from there. 


Setup 4: Here is a setup that works on the smaller characters of the cast. 
Connect with o + + HP then juggle with o Chariot Tackle (LP) and cancel 
into a Aegis Reflector (HP). Dash back and do a whiffed + + HP os a tim- 
ing device. Then Violence Knee Drop (HK) to get close. Charge during the 
Knee Drop so you can immediately Dangerous Headbutt (HP) over their 
body. + + LK when you land to set up an unblockable Aegis Reflector hit. 
Then + + HP to launch them and finish them off with your favorite juggle. 


ADVANCED TACTIC 1: 
OVERLAPPING CHARGE TIMES 


Urien does a lot of damage off of his juggle combos. In the corner he 
can juggle with up to 4 Chariot Tackles in most situations. The timing is 
really strict to get 4 Chariot Tackles. You can give yourself some help by 
overlapping their charge times. The idea is simple: start charging for the 
next Chariot Tackle before you even execute the first one. Charge back 
for the first Chariot Tackle, and once you have a charge, press towards, 
then back and press kick. The 3rd Strike game engine gives you a lot of 
leeway to coordinate joystick motions and button presses, so you don’t 
have to press the kick button exactly when you press toward. With this 
method, when you press kick after pressing back, you have already 
started charging for the next Chariot Tackle. This should give you suffi- 
cient time fo full charge for your next Chariot Tackle so you can keep the 
juggle going. Do this for all your charges to cut down on the charge time. 


ADVANCED TACTIC 2: 
CHARGE PARTITIONING 


Urien has many charge moves that can take advantage of charge par- 
titioning. The idea is pretty simple; split up the charge time of a charge 
move into pieces. In between the charges you are free to move around 
or do moves, Just make sure you don't wait too long before continuing 
the charge. As long as you haven't fully charged, you can keep parti- 
tioning the charge. 


Urien can set up a lot of unblockable Aegis Reflector setups with the use 


RANGES SETUPS FOR UOH > 
SUPER ART 

(+ +LP x2), UGH > Spee Poe 

(+ + MK), UOH = Fyrom Pamese 


RESETS 


Reset 1: Ifyou land a Chariot Tackle juggle in the cormes, you com reset 
your opponent with a MP and immediately cancel into Jupiter Thunder 
Jupiter Thunder comes out so quickly that itis extremely hard to reach. 
fo and parry. It wil start o new juggle combo and do mossive stun dom=" - 


100% life on shotos. If you land on EX Dangerous Headbuttagains! an 
opponent in the corner, juggle with 2 Chariot Tackle (LP)s, thén hit them 
with MP Jupiter Thunder. This will dizzy a shoto. Finish them off with 

a jump in HK, + + HP and juggle with Chariot Tackles and cancel info 
another Jupiter Thunder if you have enough meter. 


PARRY SETUPS AND TACTICS. 


When Urien does a wakeup Dangerous Headbutt, if might whiff on some 
couching characters. The moye comes out fast and is hard to reacl.to. A 
down parry in this situation might just catch an opponent's attempt to 
punish your whiff. This could be the opening Urien needs to land his 
deadly + + HP and start o juggle combo or unblockable Aegis setup. 


GROUND CROSS UPS 


Urien can cross up Twelve, Hugo, and Necro in any corner. 


Urien can cross up Yun, Yang, Dudley Chun-Li mid screen after a juggle 
that ends with a Dangerous Headbutt. 


FAVORABLE MATCH UP; HUGO 


Hugo is really tall. Urien can use this to his advantage and really annoy 
and frustrate Hugo with high Metallic Spheres. Hugo cannot walk under 


them. Urien can keep Hugo away for a long time and build up his meter 
of charge partitioning. Often times Urien will knock his opponent down gf the same time. Keep him away with Metallic Spheres, and only attack 
while Aegis Reflector is out. He needs to get on the other side of his when you have meter. Charge in and activate Aegis Reflector and get os 
opponent so he can hit them into Aegis Reflector from the back. Usually nych domage as you can. After that, dash back, throw some more high 
the quickest way for Urien to move is by dashing. With charge parti-  Meallc Spheres, and build your super meter up again. Urien should 
fioning, Urien can charge a litle bit, then dash and complete the charge frgve an easy time keeping Hugo away. Only get close to him when you 
during the dash so by the time he gets next to his opponent he can quick- rg ready 10 activate Aegis Reflector. Play it sofe against Hugo, and 
ly Dangerous Headbutt over their body and be all set to hit his opponent _ vidory. should be easily within reach. iat ae 

into.an unblockable setup. =) 3 ee rs ore 


Urien doesn’t have to wait until he has Aegis Reflector out 


ly fast, so dash up and throw is a really good tactic. You can 
trick opponents by dashing up next to them, and doing a 
| Dangerous Headbutt immediately after the dash. If they 
tried fo counter throw you, they will get hit by your 
tricky maneuver. Hide your charges in dashes and. 
other moves and then surprise your opponent 
with a charge move when they least expect if. 





UNFAVORABLE MATCH U UP: KEN 


see Ken stk out a low foward, then it's ok to i 
want to stick out pokes fo try fo keep Ken away, sng MK 
This will do a good job of stopping Ken from mindlessly zon 

MK. When Ken crosses you up, just block and wait it out. If he does any- 
thing other than his MP HP chain or + + LK x2 immediately, then he is 
probably going for some sort of tick set up. Try to Dangerous Headbutt 
(LP) him between hits and knock him down. Get your meter, and acti- 
vate Aegis Reflector, ond just ploy Urien’s game. This match will be 
fougher than most, but if Urien con keep getting meter for Aegis 
Reflector, he will chip away at Ken's lifebar bit by bit. 
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age. You con use this to set up an instant dizzy that leods-to-almost 
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NORMAL MOVES 
STANDING 


HP has good range and deals 
decent damage. Use it to beat 
anticipated attacks early at close 
range. 


MK is an upward kick with that 
covers quite a bit of area. Good 
in anticipation to jumps at a close 


range. Hits most crouching char- — { START (x) 
a 


UP 
sade 1) 


HK has ridiculous range, usually fig 

greater than any opponent's best 
poke range, and still hits most 
crouching opponents. Also good 
against anticipated jumps from 
further away, must be done early 
in this case, however. 


dH + 1015 
y+ uns 


Fairly fast command overhead with good range. Can be done from 
rather unexpected ranges for passable damage. 





A diving kick with a steep angle. Button strength controls Yang's angle 
of descent. Yang's game revolves around this attack. Use it to get close 
quickly after a successful knock down. It can be used in an offensive 
manner to get close and stay on top of opponents. Depending on how 
close this move is done and how high up the move is blocked, the 
Raigeki Shuu can carry varying frame advantages or disadvantages. 
{i's important to learn to pick the right kick strength so that this move 
hits late. Also, because of the varying angles, it’s possible fo use 
Raigeki Shuu to set up high/low/throw guessing games by whiffing a 
Raigeki Shuu, landing, throwing, or going straight into + + LK (x2), 
or not whiffing it at all, making it hit extremely deep, which hits high. 
If a deep Raigeki Shuu is blocked, Yang has a slight frame advantage 
to work with to stort a mix-up game. 
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STANDING CLOSE 


Close MP is Yang's best close mid- 
level attack. It has a decent 
amount of frame advantage 
after it, allowing Yang verify and 
combo with LK > EX Tourou Zan. 
If MP is blocked, walk up Zenpou 
Tenshin, + + LK (x2) > EX 
Tourou Zan, or universal over- 
head linked into LK > EX Tourou 
Zon are all good patterns in this 
situation. 


Close MK is a super jump cance- 
lable kick that launches. Use it as 
onti-air or a safe mid-level attack 


on wake up. Whether or not it — 


hits, you con cancel the attack 
into a super jump, allowing you 
to juggle after it. If it’s blocked, 
follow up the failed attack with 
one of Yang's many Raigeki Shuu 
patterns. 


dH + XW + dl 


=: 




















CROUCHING 


+ + LK (x2) is the opening to 
Yang's most useful combo: + + 
LK (x2) > EX Tourou Zan. It is 
also one of the only safe ways to 
land super arts off of a low 
attack. Use it for set ups and 
guessing games like + + LK, 
command throw, or + + LK, MP 
HP + + HP chain. 


+ +/AK is Yang's only decent low 
poke. Although slow, use + + MK 
> EX Tourou Zan to punish 
whiffs if done early. Also useful 
as anti-air because Yang's crouch- 
ing hit box is so low, 


+ + HK is a sweep that moves 
Yong forward. Good for punish- 
ing whiffed attacks. 
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SPECIAL MOVES 
















Yang's most important special attack at close ranges. 
Does good damage and knocks down. Each segment 
of the attack can be delayed slightly, meaning it's pos- 
sible for Tourou Zan follow ups late after the previous 
Tourou Zan slash. This is good for tricking opponents 
into thinking you're going to retreat, stopping at one 
slash, allowing you fo retaliate when opponents 
strike, thinking you're at a disadvantage. Because of 
the multiple hits, it’s possible to verify a hit after + + 
MK —>Tourou Zan (LP) for 1 hit. The first hit of the LP 
version also has a slight frame advantage after it, 
allowing Yang stop at the first slash and mix-up with 
walk up throws. Because of the EX version's increased 
speed, it combos off + + LK (x2), providing a flexi- 
ble combo. The EX version is also a good whiff pun- 
isher. This attack alone makes Yang deadly at close 
ranges, an important move to his arsenal. 


ko Soushouda 


Pressing two punches instead of one “fakes” the 
attack, cancelling just before the punch. Very slow 
start up, but extremely good priority because of its 
large hit box. Use from far away in anticipation 
against a jump in or an attack with range. Faking the 
move is useful in wake up or close range situations 
to bait a high parry, allowing you to land a + + MK 
> Tourou Zan or walk up throw. 


Command grab that switches sides with opponents 


and leaves them open for a combo, specifically + + 
MK > Tourou Zan (HP / EX). This move can lead to 
major damage off of a throw. Has slightly more 
range than o normal throw. 




















Button strength determines how far the roll travels 
before the kick segment. MK, HK and EX versions are 
a juggle set ups, (affer MK or HK, use Tenshin- 
Senkyutai, close MP or LP). Use it fo go under pro- 
jectiles or close range combos. EX version travels fur- 
ther and faster while doing more damage. 





Kaihou travels varying distances depending on the 
button strength used. Although heavily open to attack 
on start up and recovery, this move is important when 
used in combination with Tourou Zan, as both the nor- 
mal and EX versions of the Tourou Zan knock oppo- 
nents fairly for away. Use LK or MK Kaihou to close 
distances and start another offensive pattern. 

















SUPER ARTS 
SUPER ART | 
SactxeeP _ Rishin-abhoken | 





Raishin-Mahhaken is Yang’s most damaging super art. It combos easily 
off of + + MK, making it ideal for punishing whiffs. It provides a mid 
range poke that can lead to big damage. Raishin-Mahhoken is the only 
non-projectile super art in the game with frame advantage if blocked. 
This allows Yang the freedom to be some- 
what random with it if he chooses. As long 
as if makes contact, Yang cannot be hit 
back. Throwing out this super art randomly 
1 from time fo time can make up for its lim- 
ited combo ability. If opponents fear that 
Yang might use a super art on them ot any 
moment, they might be more hesitant to 
throw out random pokes, or pressure Yong 
on wake up. Use this to your advantage fo 
) be more offensive and land more throws. 





Raishin-Mahhaken only stocks one super 
meter, and the bar is very long. Be conserva- 
tive with EX moves if you plan fo have enough meter to land this move, 


Recommended Super Art: 
Tenshin-Senkyutai 

Yang’s EX Tourou Zan is too good to ignore. Tenshin-Senkyutai 
gives Yang the meter he needs to unleash an onslaught of EX 
slashes to keep on the offensive pressure. Tenshin-Senkyutai also 
gives Yang the option to verify a combo into super art from close 
range, With a short start up, it is able to punish mony moves in 
their recovery as well, Tenshin-Senkyutai is an all around good 
super art for Yang. 


TARGET COMBOS 


LK > MK > HK 


Quick three hit chain that does minor damage. It is 
easy and completely safe if blocked. 


MP-=> HP > + + HP 


Three hit chain with a super art cancelable last hit. 
Decent range ond damage. Good way to lund a 
Tenshin-Senkyutai off of a mid-level hit. 



















JUMPING MK > » + MK 


Two hit air chain ending with Yang's Raigeki Shuu. 
This combo helps versus opponents that anti-air 
parry offen. 














SUPER ART II 
Sastseek TenshinSenkyati] 


Yong stocks of two super meter for Tenshin-Senkyutai. It combos nicely 
in a variety of situations because its homing properties. Yang rolls vari- 
able distances based on the location of opponents. It is good for rolling 
under projectiles from mid screen. Tenshin-Senkyutai easily combos 








behind MP HP «+ HP target chain, as well 
as + + MK = Tenshin-Senkyutai, + + LK 
(x2) > Tenshin-Senkyutai, + + LP (x3) > 
Tenshin-Senkyutai, and links off of + + MP. 


Work to manage super meter to allow an 
assoriment of EX moves along with Tenshin- 
Senkyutai. Selecting this super art could be 
used solely for the purpose of storing meter 
for EX moves. 


COMBOS YOU NEED TO KNOW 


4 Hits 
TOTAL DAMAGE; 26 
+ + MK >Tourou Zan (LP) 


Flexible low combo. The first 
slosh of the Tourou Zan (LP) has 
a slight frame advantage after it. 
Verify a hit off of + + MK > 
Tourou Zan. If it hits, finish the 
Tourou Zan command and combo 
the ather two slashes. If it doesn’t 
hit, either hesitate the follow up 
slashes to make it look like 
you're stopping the attack, then 
either execute delayed follow- 
ups or stop after the first slash, 
then ether walk up throw or + + 
MK >Tourou Zon (MP). 


7 HITS 
TOTAL DAMAGE: 35 


+ + LK (x2) > EX Tourou Zan 


Flexible, verifiable low combo. 
Very good damage. Knocks 
down, If + + LK (x2) is blocked, 
Yang remains close, walk up 
throw, walk up + + LK (x2) > 
EX Tourou Zan again, or immedi- 
ately hit MP > HP. 






















































































7 HITS 
TOTAL DAMAGE: 39 


Close MP linked into LK > EX 
Tourou Zon 


Flexible, verifiable combo of a 
mid level attack. Does good dam- 
age, knocks down. 


4 HITS TOTAL DAMAGE: 31 


EX Senkuutai, juggle with early 
close MP 


Good for going under projectiles. 
It’s possible to cancel MP into o 
Kaihou (LK) to teleport right 
directly next to opponents as 
they are flipping out of the LP 
putting Yang into prime position 
to attack. + + LK (x2) > EX 
Tourou Zan or Zenpou Tenshin 
linked into + + MK > Tourou 
Zan ore good in this situation. 


4 HITS 

TOTAL DAMAGE: 31 

Close MK, juggle with immediate 
Senkyuutai (MK), juggle again 
with LP 

Okay as an early anti-air or after 
an anti-air parry. 

2 HITS 

TOTAL DAMAGE: 37 
CORNER ONLY 


Byakko Soushouda, juggle -with 
on early HP 


Simple high damage corner jug- 
gle. Not very useful, but the only 
decent option if Byakko 
Soushouda happens to hit while 
an opponent is cornered. 








SUPER ART III 
feeteesP _Seiebfnbu | 


Yang gains two shadows that mimic his moves with o slight delay. This 
allows Yang to recover while his shadows are attacking, allowing links 
to other attacks, meaning the combo can continue for the duration of 
Seiei-Enbu. As the Seiei-Enbu time runs out, it’s possible to link one 
more combo that extends after the super 
art runs out. 


| Seiei-Enbu cannot be comboed into, so 
there are no guaranteed setups to land a 
Seiei-Enbu combo. The best way to use 
Seiei-Enbu is to activate it after scoring a 
knockdown. As opponents get up, mix up 
overhead, low, and cross up attacks to find 
an opening. Once you land that first hit, 
continue to combo until the super meter 
i] runs out. You must combo many Tourou 
Zans in order to keep Yang moving forward 
to stay in range. The inability to combo into 





* Seiei-Enbu is its biggest limitation. If an opponent is able to react to all 


of the overhead attacks and cross ups, and blocks everything else low, 
Yang will not be able to initiate a combo. Yang's only other option is to 
grab them with Zenpou Tenshin in order to start the custom combo. 


If you're able to land a cross up Raigeki Shuu while in Seiei-Enbu, go 
into a high/low pattern to make it difficult for opponents to block. After 
the Raigeki Shuu, land and use + + MP + + HK. Yong hits them with 
+ + MP while his shadow is still hitting with a Raigeki Shuu up high. If 
you are able to knock down with + + HK, Yang is in perfect position to 
super jump and cross up Raigeki Shuu again and repeat the sequence. 
Each knockdown resets the damage, so the damage potential of this 
confusion pattern is very high. 


5~7 HITS 9 HITS 

TOTAL DAMAGE: 26 ~ 30 TOTAL DAMAGE: 67 

Zenpou Tenshin linked into + + Close stand strong linked into far 
MK = Tourou Zan (HP / EX) LK > Raishin-Mahhaken 


Verifiable, flexible way to land a 
Raishin-Mahhaken off a mid 
level attack, Knocks down. 


Yang's most damaging options off 
Zenpou Tenshin. Use EX with suffi- 
cent super meter, or HP when 


there isn't, 28 HITS 

9 HITS TOTAL DAMAGE: 42 

TOTAL DAMAGE: 49 Activate Seiei-Enbu, UOH, Tourou 
+ + LK, + + LK > Tenshin- Zon (LP), Tourou Zan (LP), 
Senkyutai Tourou Zan (LP), Tourou Zan 


(LP), Tourou Zan (LP), Tourou 
Zon (LP), Tourou Zan (LP), + + 
MK > Tourou Zan (HP), > HP 


Flexible, verifiable way to land 
Tenshin-Senkyutai. Knocks down. 


10 HITS follow up > HP follow Up’ 
TOTAL DAMAGE: 47 Basic Seiei-Enbu combo thot 
MP > HP > « + HP > © starts high off of an overhead. 
Tenshin-Senkyutai 


41 HITS TOTAL DAMAGE: 53 
Activate Seiei-Enbu, + + MK > 
Tourou Zan (HP) > 1 Tourou 


Verifiable way to land a Tenshin- 
Senkyutai. Knocks down. 


9 HITS Zon (LP) follow up, link a # + LK 
TOTAL DAMAGE: 69 > Tourou Zon (HP) > 1 Tovrou 
+ 41K 4 +1K > Roishin Mah Zan (LP) follow up, link another 
Koa Say aishin Mandy + LK > Tourou Zan (HP) > 


one Tourou Zan (LP) follow up, 
link another + + LK > Tourou 
Zan (HP) > 1 Tourou Zan (LP) 
follow up, then finally, link link 


Flexible, verifiable way to land 
Raishin Maha Ken. Knocks down. 


9 HITS +4 LK Tourou Zon (HP). | 
TOTAL DAMAGE: 49 ons 

Zenpou Tenshin linked into + + Vardion dleaeeess 
NK —> Roishin Maha Ken Seiei-Enbu combo that starts low. 


Damaging option off of Zenpou 
Tenshin. Good if it ends the match, 
otherwise not recommended. 





alla 





Yong works as a rush down character, but he also has more options on 
the ground than his twin brother because of EX Tourou Zan. EX Tourou 
Zon advances Yang forward quickly and beats out most pokes. Use it to 
get in on characters in footsie games. If you ever bait out a low poke 
that has bad recovery, EX Tourou Zan on reaction to counter attack and 
score a knockdown. EX Tourou Zan has good range, use it to hit any 
movement you see. Yang's LK is a good poke from mid range. It is fast 
and beats many moves, and you can cancel it into EX Tourou Zan to pun- 
ish ground pokes, 


From up close, keep pressure on opponents by mixing up Tourou Zans, 
overhead attacks, and throws. # + MK > Tourou Zan (LP) is a good 
pressure tactic. It is generally safe when blocked, and moves Yang for- 
ward to stay close. If it hits, it’s possible to finish all the hits of the 
Tourou Zon to knock down and start a wake up pattern. If opponents 
block the first hit, there are numerous options such as walk up throw, 
standing punch chain, + + LK (x2), + + MK > Tourou Zan again, or 
jump up and Raigeki Shuu. Yang's overhead is also a good move to keep 
advancing and pressuring because of its speed and ability to go over 
some low attacks, 


Raigeki Shuu is Yang's main weapon to attack from the air and move in 
on opponents. The three variations of the Raigeki Shuu provide the abil- 
ity to mix it up against a character that likes to anti-air or parry Raigeki 
Shuu. Raigeki Shuu (LK) is especially useful in this situation. Jumping 
and doing a Raigeki Shuu (LK) in front of opponents may bait out on 
anti-air or a jump attack that misses. Against a defensive opponent, 
whiffing a Raigeki Shuu can lead to on opening on the ground. 
Opponents may expect the Raigeki Shuu to hit and block accordingly. By 
the time they realize it isn’t going to hit, Yang is usually already on the 
ground in prime position to throw or go into + + LK (x2), or punch tar- 
get chain combo, Learn the distances well for all of his Raigeki Shuus so 
you can gain position in front of opponents from anywhere on the screen, 


After o blocked Raigeki Shuu, Yang usually has enough frame advan- 
tage to land and safely start his punch target chain combo, close stand 
MK and Raigeki Shuu again, or hesitate and Zenpou Tenshin. After the 
Zenpou Tenshin grab, Yang not only gets a combo and knockdown, but 
it also sets up various jumping cross up opportunities upon wake up. 
Another option is to Kaihou immediately to get back in close range. 
Against certain characters, especially Chun-Li and Makoto, it’s possible 
to connect with close MK after a Zenpou Tenshin. Super jump cancel and 
jump towards opponents and hit with Yang's air target chain. Time it so 
only the first hit of the chain connects, causing the second hit to whiff. 
Yang lands before his opponent and has the ability to cross them up on 
the ground. If Yang hesitates and doesn’t walk as far, he can uncross 
them up, creating on ambiguous situation. You can easily confuse an 


opponent's ability to block and often land another close MK to launch — 


back into the air to repeat this sequence. Against an opponent who is 
quick enough to react to this cross up, grab with Zenpou Tenshin and 
start over from the beginning. 


Yang does not need to rely on Raigeki Shuus to get in as much as Yun. 
Toke advantage of his dive against characters that can't stop his rush, 
but don’t take unnecessary risks against characters that can punish him 
for it. Yang has the ability fo advance in a cautious and safe manner 
with EX Tarou Zan. However, if the Yang player is willing to take risks, 
and is in + + MK range, cancel + + MK in a Kaihou to teleport next to 
your opponent. If you are lucky you can surprise your opponent by tele- 
porting behind them. But use this sparingly and with caution because 
Yang is highly vulnerable during Kaihou. 


Yang has an interesting and effective anti air in his + + MK. Yang 
crouches really low and extends his leg forward as he kicks. Many char- 
acters have a hard time hitting Yang from the air when he is in his + + 
MK animation. Simply walk back o bit and + + MK jump in attempts 
right as they hit the ground, Cancel into Tarou Zan to combo them back 
from where they came. 


WAKEUP GAME 


Yang can continue to pressure opponents on wake up just like he nor- 
mally can when he is close by. But after a knockdown, Yang has enough 
time to start up a Kobokushi. Mix it up by doing the fake version, then 
going low and proceed to do Tourou Zans, or walk up and throw, or hit 
them with his overhead. 


Yang can do a similar tricky Raigeki Shuu that Yun can mid screen on a 
waking up opponent after a knock down. Jump over their head just as 
they are getting up, and Raigeki Shuu (LK) on top of them. Wait until 
Yang is past their center point before using it. At this point, Yang is con- 
sidered on the other side of them, so in order to Raigeki Shuu, you have 
to input the command for the Raigeki Shuu as if you were originally 
jumping from the other direction. What will happen is Yang will Raigeki 
Shuu straight down on fop of them and hit them in the back of their 
body. It looks like Yang is going to land on the side of the direction he 
was jumping towards, but instead he will pop back out in front at the 
last moment and land back on the side from which he came. It all hap- 
pens very fast and is very confusing for the waking up opponent to 
block correctly. 


Yang is much better equipped to deal with being in a woke up situation 
than his brother. If Yang has Raishin-Mahhaken, that is free on wake up, 
use it at will. Tenshin-Senkyutai is more of a risk because your opponent 
can dash up and hit you on the way down if they blocked. A safer option 
is to wait it out and look for any opening to strike. Yang has a lot of fast 
normals he can rely on to get himself out of a wake up pressure situa- 
tion. + + LP and LK both come out in 4 frames, and can be canceled into 
EX Tourou Zan to get a pressuring opponent off of you. His punch target 
chain is also very helpful to get out of bad situations when up close. 


SETUPS 
Ranges setups for UOH = super 


Against medium sized characters: 
(Zenpou Tenshin), UOH, + + LK > Tenshin-Senkyutai 
(+ +MP + + LK), UOH > Tenshin-Senkyutai 
Against wide characters: 
(Zenpou Tenshin), UOH > Tenshin-Senkyutai 


Against Oro: 


No setup is required. UOH > Tenshin-Senkyutai works at close 
distance on crouching Oro. 


RESETS 


Reset 1: It’s possible to reset the damage of Seiei-Enbu every time a new 


combo starts. Use a cross up pattern that hits high and low at the same 
time, making it difficult to block. After a knock down (easiest to setup 


in the corner), activate Seiei-Enbu, jumping MK and Raigeki Shuu (HK) 
to cross up, land and + + MP. + +HK. After + + HK knocks down, super 
jump forward and begin the sequence again with another Raigeki Shuu 
(HK). Repeat until super meter runs out. You can end the last sequence 
with a Zenpou Tenshin to get extra hits affer Seiei-Enbu runs out. 


PARRY SETUPS AND TACTICS 


Yong is generally safe after a blocked Tourou Zon (LP). However, a lot 
of opponents will try to attack Yang before he con do another + + MK’ 
> Tourou Zan. This is a great chance to try to parry their incoming 
attack low, and then counter with + + MK > Tourou Zan. 


Another blocked sequence that tends to bait low attacks is after a 
blocked + + LK (x2). Try to parry your opponents attack down and 
counter with + + MK + Tourou Zan, 


GROUND CROSS UPS 


Yang can cross up Twelve, Alex, Dudley, Necro, Hugo, Elena, Chun-Liand 
he can cross up Oro in any corner. 


FAVORABLE MATCH UP: CHUN.-LI 


Yang can cause Chun-Li all sorts of problems. Yang can assault Chun-ti 
from the air with Raigeki Shuus. Chun-Li doesn’t have any solid anti air 


moves, so Yang only needs to be careful of parries and an occasional = 


stand roundhouse. Mix up the Raigeki Shuus, sometimes hitting, some- 
times whiffing a Raigeki Shuu (LK) in front of her face. Yang should 


“have no trouble getting in on Chun-Li. 


He can also fight at a distance against Chun-Li, using her own fighting 
style agoinst her. Try to stay just out side of her + + MK range. If you 
see her poke, try to counter on reaction with EX Tourou Zan. Yang 
crouches pretty low down, so if you can bait out a standing HP you can 
+ + MK > Tourou Zan underneath it. Yang's LK is another good poke 
to use when approaching Chun-Li. Cancel into EX Tourou Zan to be safe, 


If Yang is able to launch Chun-Li into the corner with a close standing 
MK, he can juggle her with all 3 hits of his Tourou Zan (HP). For an even 
flashier combo, Connect with a Kobokushi in the corner, then proceed 
immediately juggle with Tourou Zon (HP) slash > LP slash follow up 
very quickly, wait, HP slash > LP slash follow up again, then juggle 
with one LP slash, then hit HP. 


UNFAVORABLE MATCH UP: KEN 


Yang doesn’t have very many safe offensive options against Ken. Using 
Raigeki Shuu leaves Yang wide open fo anti air Shouryukens, jumping 
attacks, and random EX Tatsumaki Senpuu Kyakus. Yang's ground game 
is not any safer. Ken already out distances Yang with his + + MK. Butit 
is Ken's super art 3 that shuts Yang down. Yang can not advance on Ken 
with his Tourou Zan because Ken can punish the recovery 0 of the MP HR 
and EX versions. It is really hard for Yong fo ever get close to Ken, j 





For Yang to win this match up, he has to rely his ok nen 


get in dlose and Nee aioe +MK> 
But once Yang gets pushed away again, it will be hard to get back in. 
-. 
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NORMAL MOVES 


STANDING 


HP is a decent poke with good 
range. From the right range, if 
beats low attacks clean. 


MK travels upward and covers a 
significant area. Good against 
onticipated jumps at a close 
range. Hits most crouching char- 
acters and is usually sofe if 
blocked. 


Use HK to anticipate some 
whiffed attacks just outside of an 
opponent's max poke range. The 
slow start up con also boit an 
attack. If this move hits, it knocks 
down, but has terrible recovery. 


COSTUMES 


dW + #015 


Command attack that moves Yun far forward with a Kobokushi. Very 
good range, slow start up. Has the added bonus of bieng able to beat 
jumping cross up attempts because of the hit box behind Yun. Very 
risky attack, heavy recovery, vulnerable to jumps. Use with caution. 





Fairly good speed for an overhead with good range. Can be done 
from rather unexpected ranges. 








dH + 05 
WW + 14045 





STANDING CLOSE 


Close MP is Yun’s best close mid- 
level attack. It has a decent 
amount of frame advantage 
after, allowing you to verify and 
combo after it with LK > Zeshou 
Houho (LP). If MP is blocked, 
walk up Zenpou Tenshin, + + LK 
(x2) > Zeshou Houho (LP). 


Close MK launches and is super 
jump cancelable. Con be used as 
anti-air or a safe mid-level attack 
on wake up. Whether it hits or not 
it's possible to cancel the attack 
after it connects into a super jump, 
allowing juggles after it, or if 


dH + YW +d1 


WH + HDIS 


Button strength controls the angle Yun dives at. Yun’s game revolves 
around this attack. Use to get close quickly after a successful knock 
down. Can be used in an offensive manner to get close and stay on 
top of opponents. Depending on how close this move is done, and how 
high up the move is blocked, the Raigeki Shuu carries varrying frame 
advantages / disadvantages. It’s important to learn to pick the right 
kick strength from different distances so that this move always hits 
late. Also, because of the varying angles, use Raigeku Shuu to set up 
high/low/throw guessing games by simply whiffing a Raigeku Shuu, 
landing, throwing. 


blocked, follow up the failed attack * 


(stant UP _ into Raigeku Shuu pattern. 
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CROUCHING 


+ + LK (x2) is one of Yun's only 
safe options to land super aris off 
of a low attack, Use it for set ups 
and guessing games, like + + LK, 
command throw, or + + LK, MP 
HP > + HP chain. 


+ + MK is Yun’s only decent low 
poke. Although somewhat slow, 
+ + MK > EX Tetsuzankou or 
Sourai-Rengeki can be used to 
punish whiffs if done early. 





JUMPING 





THROWS 
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SPECIAL MOVES 
+x >4P _____Teshou Hovko | 





Button strength determines the speed and distance it 
travels. Very fast on start up, heavy recovery. Good 
for ground combos and some juggles. Use the LP ver- 
sion to punish some whiffed attacks. 


The MP, HP and EX versions of this attack ore a jug- 
gle set up. Button strength determines how far the 
move travels. Can be used to travel under fireballs in 
a limited manner. The LP version is especially useful 
in combos with super arts. The EX version gels a 
HUGE speed and distance increase. Very good for 
punishing whiffed attacks from far away and going 
under projectiles. Safe from most everything but 
handful of super arts if blocked. 


prtve tk : Zenpou Texshia) 





Command grab that switches sides with opponents 
and leaves them open for a combo. Incredibly useful 
as it can lead to major damage off of a throw. Has 
slightly more range than a normal throw. 













Pressing two punches instead of one fakes the attack, 
cancelling it just before the punch. Very slow start up. 
Extremely good priority because of its large hit box. 
Can be used from far away in anticipation to beat a 
jump in or an attack with range. Although risky, 
Kobokushi can be canceled into from LP > LK > 
MP target chain, Fake in the same situation to keep 
players from parrying the palm thrust, allowing you 
to mix up with o'walk up throw.or + + LK (x2). 


>eudk ; Nishou Kyaku | 





Yun's most damaging; comboable special. The nor- 
mal version has some use in combas versus standing 
choracters and some juggles. The EX version gels a 
speed increase and allows for juggles after it hits. 
Good as anti-air, and somewhat useful as a reversal, 
but whiffs versus some crouching attacks. 














SUPER ARTS 
SUPER ART | 
ee es ee 


You-Hou is only three hits, but those hits do an incredible amount of 
damage. The lost hit sets up o juggle state to continue a combo. A basic 
finish is Tetsuzankou (MP), Zeshou Houho (LP). You-Hou conveniently 
combos off both of Yun’s LP LK, MP and MP HP + + HP target chains. 
H's also possible to juggle an opponent with 
You-Hou after Yun's neutral throw before 
they hit the ground. You-Hou has a solid 
window of invulnerability at start up. Use it 
to blow through certain attacks, or as o 
solid anti-air. You-Hou is so strong that it 
has 100% combo possibilities on Akuma 
and on a morphing X.C.0.PY. Twelve. 


You-Hou's main flaw is the length of the 
} bar. tt takes a fairly long time to build up 
enough super meter to use You-Hou. When 
Yun doesn’t have any super meter, he can- 
not do ony damaging combos. At those 
times he’s not intimidating enough to discourage wake up moves and 
random attacks because of the low risk/reward ratio. 





Recommended Super Art: Genei-Jin 
Genei-Jin is so good that there is no need to ever pick You-Hou 
or Sourai-Rengeki. The damage potential is great and the super 
meter is short. Expect to refill super meter in no time after a 
Genei-Jin combo. Genei-Jin is deadly when comboed, and 
always scary whenever and wherever activated. 


TARGET COMBOS 


JUMPING LP > HP 


Decent two hit jumping attack versus players who 
anti-air parry offen, Can be used in juggles. 





TS MP > ++ HP 


Not so good, safe three hit chain. Does mediocre 
damage, but able to be parried high or low. 


+ +HK > HK 


Two hit chain starting off a sweep. Decent damage. 
Second hit has terrible recovery however. 


MP > HP > + +HP 


Three hit choin with a super art cancelable last hit. 
Third hit knocks down. Decent range and damage. 
Good way to land a You-Hou off of a mid-level hit. 
Verifiable through the first two hits. Slight frame 
advantage after the second hit. 





CLOSE LP > LK > MP 


Flexible three hit chain with a cancelable last hit. 
Yun’s main opening for combos. The last hit of the 


chain carries a small disadvantage that is punishable 

with a fost super art or Ken’s Shouryuken (LP). 

However the chain is perfectly verifiable off of the first two hits, so 
you never need to chain into the third hit if it’s blocked. 


SUPER ART II 
AxetueeP Soura-Rengeli] 


Sourai-Rengeki is the perfect super art for a rush down style Yun play- 
er. Sourai-Rengeki provides three medium sized super meters, which 
frees up the use of EX moves without worrying about super meter man- 
agement. Sourai-Rengeki combos verifiably off of Yun’s LP. LK, MP tar- 





SUPER ART Ill 


Genei-Jin is arguably the best super art in the game. It has the shortest 
super meter and has the highest damage potential of any super art. 
With Genei-Jin activated, any hit can lead to a juggle state and a big 
combo. There are many ways to combo into Genei-Jin. The most often 











get chain, as well as + + LK (x2). Use + + 


MK —> Sourai-Rengeki to punish whiffed 
pokes or throw attempts, as well as stop- 
ping dashes. Buffer super art motions into 
the move when out of range for an auto- 
matic super art if it hits something. When 
Sourai-Rengeki connects, it knocks down 
and sets up a cross up Raigeku Shuu oppor- 
tunity on wake up. Constantly keep on the 
pressure with Sourai-Rengeki, landing super 
art after super art if super meter permits. 


- The only downside to this super art is that it 
is aed towards an aggressive style of play. Against certain characters, ° 


especially Ken, Yun is prone to get hit by random jumping attacks and 


anti-airs. 


COMBOS YOU NEED TO KNOW 


2 HITS 

TOTAL DAMAGE: 20 

+ + LK, + + LK > Zeshou 
Houho (LP) 

4 HITS 

TOTAL DAMAGE: 25 

Close LP > LK > MP > Zeshou 
Houho (HP) 

5 HITS 

TOTAL DAMAGE: 28 

Close LP > LK > MP > Nishou 
Kyaku (HK) 

3 HITS 

TOTAL DAMAGE: 25 

Close MP linked into o for LK > 
Zeshou Houho (LP) 

3 HITS 

TOTAL DAMAGE: 22 

Zenpou Tenshin linked into + + 
MP —> Zeshou Houho (MP) 

8 HITS 

TOTAL DAMAGE: 36 

Zenpou Tenshin linked into + + 
MP + Sourai-Rengeki 

6 HITS 

TOTAL DAMAGE: 52 


Zenpou Tenshin linked straight 
into You-Hou, when able, imme- 
diately juggle with Tetsuzan Kou 
(MP), when you recover juggle 
again with a Zeshou Houho (MP) 


6 HITS 


TOTAL DAMAGE: 40 


Close LP > LK > MP > EX 
Tetsuzan Kou, juggle with an 
early Zeshou Houho (LP) 


5 HITS 

TOTAL DAMAGE: 50 

Anii-cir + + MP > EX Nishou 
Kyaku, juggle with a semi late 
Nishou Kyaku (HK). 

3 HITS 

TOTAL DAMAGE: 28 

Close MK, super jump cancel, jug- 
gle with a semi late LP > HP 
chain. 

10 HITS 

TOTAL DAMAGE: 55 


Close LP > LK > MP > 
Tetsuzaon Kou (LP) > Sourai- 
Rengeki 


8 HITS 


TOTAL DAMAGE: 67 


MP > HP > + + HP > You- 
Hou, juggle with an early 
Tetsuzan Kou (MP), juggle again 
with o Zeshou Houho (MP) 


7 HITS 


TOTAL DAMAGE: 78 


+ +LK, + +LK > You-Hou, jug- 
gle with on early Tetsuzan Kou 
(MP), juggle again with 








Zeshou Houho (MP). Wy 














8 HITS 


TOTAL 
DAMAGE: 50 


441K, 44K 
> Sourai-Rengeki 


















used setup is to activate after canceling a 


LP LK, MP target chain and linking Genei- 
Jin hits afterwards. When juggling oppo- 
nents, after the Genei-Jin timer runs out it’s 
possible to continue to juggle a few more 
times for added hits of extra damage. Yun 
also starts to build up super meter with 
those last few hits. An average full Genei- 
Jin combo can replenish around 15%-20% 


of the super meter. 
15 HITS 13 HITS 
TOTAL DAMAGE: 92 TOTAL DAMAGE: 94 


LP LK, MP target chain > Genei- 
Jin, + + MP > Dakai, hop kick, 
hop kick, HP, hop kick, hop kick, 
fierce > Tetsuzankou (MP), 


Tetsuzonkou (MP), —Dakai, 
Zeshou Houho (LP). 
Basic corner Genei-Jin combo. 


18 HITS 
TOTAL DAMAGE; 75 


LP LK, MP target combo > 
Genei-Jin, # + MP HP > 
Tetsuzankou (HP), Zeshou Houho 
(MP), MP. hop kick, hop kick, 
Dakai, Zeshou Houho (MP), close 
MK, Dakai, Zeshou Houho (LP). 


Basic full screen Genei-Jin 
combo. Has the option for a reset 
opportunity to achieve more 
meter after the combo, or to land 
a Zenpou Tenshin. 















































+ +MK > Genei-Jin, + +LP> 
Dakai, hop kick, hop kick, 
Kobokushi, hop kick, hop kick, 
Kobokushi, Nishou Kyaku (HK), 
Tetsuzankou (LP), Dakni, Zeshou 
Houho (LP). 


Very good damage off of a low 
attack in the corner. Cannot be 
porried high. Good for mix-ups 
against wake up parry attempts. 


12 HITS 
TOTAL DAMAGE: 104 
CORNER ONLY 


Close MK (super jump cancel) > 
Genei-Jin, Kobokushi, hop kick, 
MP Kobokushi, hop kick, MP. 
Kobokushi, Nishou Kyaku (HK), 
Tetsuzankou (LP), Dakai, Zeshou 
Houho (LP). + « 


MK must be super jump canceled 
to he able to super cancel into 
Genei-Jin. Most damaging basic 
combo that works on all charac- 
ters in the corner. Stand for- 
ward is o mid attack that 
cannot be parried low. 
Good for mix-ups against 

wake up — parry 
attempts. 


. 








STHATEBY 


Yun works well as a rush down character. His Raigeku Shuu is his main 
weapon to attack and move in on his opponent. The three variations of 
the Raigeku Shuu give Yun the ability to mix it up against a character 
that likes to anti-air or parry the Raigeku Shuus. The short Raigeku 
Shuu is especially useful in this situation. Jumping and doing a short 
Raigeku Shuu right in front of the opponent can bait out and anti-air or 
a jump attack that misses. Against a defensive opponent, whiffing a 
Raigeku Shuu out in front of them can lead to a free opening on the 
ground. They may expect the Raigeku Shuu to hit them, and block 
accordingly. By the time they realize it isn't going to hit, Yun is usually 
already on the ground in prime position to throw or start a target chain 
combo, Learn the distances well for all of his Raigeku Shuus so you can 
gain position in front of your opponent from anywhere on the screen, 


Yun is very much a momentum choracter, When he starts Raigeku 
Shuving and scores knockdown after knockdown, it is hard to get him off 
of you. But if he is constantly attacking, he is very open to be hit by a lot 
of random things, namely anti-airs, jump attacks, and parries. His 
Raigeku Shuu is his best attack, but also his most vulnerable move. 
Someone with quick reflexes can either parry, or immediately jump upon 
seeing o Raigeku Shuu. When this starts happening, it is very hard for Yun 
to continue attacking to keep his momentum going. Raigeku Shuuing 
from the air is Yun's best avenue of attack. His ground game is rather lim- 
ited. Random Tetsuzankou (MP)s from time to time can help get Yun in, 
but they canbe parry bait to someone who is looking out for them. 


ADVANCED TACTIC: KARA KOBOKUSHI 


With basic and easy to do Genei-Jin combos, Yun already has the high- 
est damage potential in the game. But there is a technique he can use 
to further increase the damage of his Genei-Jin combos. Kobokushis are 
Yun’s most damaging move. In most Genei-Jin combos it is ideal 10 do 
as many Kobokushis as possible, But Kobokushis move Yun away a sig- 
nificant distance to where he can't normally follow up with another 
Kobokushi without first doing a few moves that progress him forward a 
bit. Yun can get around this by kara canceling into a Kobokushi with 
moves that move him forward. By kara canceling, Yun can do repeated 
Kobokushi Genei-Jin combos for insane amounts of damage, 


There are two methods to kara palm, and they are both equally hard. 
The first method is as follows: While in Genei-Jin, do a far MP and can- 
cel it into LK and cancel into Kobokushi. You have to hesitate in cancel- 
ing the MP in order fo allow it to move Yun forward far enough. The LK 
needs to be cancelled immediately into a Kobokushi in order to give Yun 
enough time to juggle the opponent. A technique to help make this a lit- 
tle bit easier is to hold down strong. Then when you press short, hold 
that down to prevent yourself from negative edging a Zenpou Tenshin 
accidentally. Then as you go to press punch for the Kobokushi, first let 
go of strong to get the negative edge, then drum jab and fierce to help 
with the timing of it. If done properly, after the MP. you should only see 
the LK for a fraction of a second before the Kobokushi comes out. 





The second method is: While in Genei-Jin, do a MP and cancel it into low 
roundhouse and cancel into Kobokushi. Like the previous method, make 
sure strong has enough time to move Yun forward before you cancel it. 
Try to hit roundhouse at the DB part of the Zenpou Tenshin input. Hold 
roundhouse to prevent any negative edge. Then drum all three punch- 
es to hit the Kobokushi af the right time. If done properly, you should 
hear Yun give his famous "Whoo" yell before being interrupted by the 
Kobokushi sound. 


ADVANCED GENEI-JIN TACTICS 


While Genei-Jin is absolutely lethal at point blank range, it also has the 
effect of allowing Yun the ability to get in on characters from a full 
screen away. Ken for example can counter all of Yun's rush-down tactics 
and keep him away from landing combos. If Yun activates Genei-Jin 
however, Yun has the advantage now because if Yun lands any hit, it can 
lead to a high damage juggle. All of Yun’s pokes are super fast and have 
super priority during Genei-Jin. If Yun con't get in on a certain charac- 
ter, all he needs to do is activate Genei-Jin from a safe distance away, 
then he can start his offensive rush down for free. If the opponent is 
unwise and tries to attack, they will most likely get beat by Yun’s high 
priority Genei-Jin moves. With Genei-Jin activated, Yun has the ability 
to control all the space around him for the few seconds it lasts. This 
should be sufficient to get close to the opponent and score some dam- 
age as well as a knock down. Then Yun can safely:mount an offensive 
strike as the aggressor in a wake up situation. If Yun starts fo get in 
trouble and loses his momentum, he can simply wait until he refills his 
meter and can activate Genei-Jin again hefore he tries to attack again. 


Another way to score damage during Genei-Jin when the opponent is 
blocking is to go'for lots of hap kick averhead attacks. Yun's overhead 
comes out fast and dues goad\daminge. You can “hide” the overhead by 
doing a MP first und canceling into the overhead. After you have trained 
them to look fer overheads, you can! start to mix it up with low attacks 
into either Dakai oro Kobokushi. If they anticipated wrong and blocked 
high thinking anvaverheod was commie, you will knock them over and 
initiate o Genei-Jin juggle combo opportunity. 


When Yun knocks someone down, he has a huge bag of tricks he can 
rely on to continue to score damage and apply pressure, His Raigeku 
Shuu is his most useful weapon. In the corner, Yun can cross up nearly 
every character with a properly timed Raigeku Shuy on wake up. If the 
cross up hits, follow up with a combo. If they block, Yun has many 
options. Since Yun is in the corner at this point, he can Zenpou Tenshin 
and flip over them, and combo them back into the corner and repeat the 
whole process. Yun can also tick into Zenpou Tenshin fo mix if up. Stand 


jab, + +LK, and + + MK are good tick throw setups. Another option is 


to immediately do close stand forward after a blocked Raigeku Shuu. 
You can super jump cancel the MK and Raigeku Shuu them foggin. 


When Yun is the one knocked down, he has very few option f 
character off of him. His only decent move in this situation is 


Nishou Kyaku. But it is very vulnerable if it misses. It will tend to miss 


if the opponent is crouching. A better option is to wait it out and ioe 


stand up to either throw or gain pation, aannesitel +e 
Sesshou Hohou. Other than these options, Yun isn’t the bes¢ character at 
dealing with being cornered. 


SETUPS 


Ranges setups for UOH > super 


Against medium sized characters: 
(Zenpou Tenshin), UOH, + + MK > Sourai-Rengeki 


Against wide characters: 
(Zenpou Tenshin), UOH, + + MP > Sourai-Rengeki 


Against Oro: 
No sefup is required. UOH > You-Hou or Sourai-Rengeki works at 
close distance on crouching Oro. Yun can even do UOH —> jab, 
short, strong target chain > Genei-Jin on crouching Oro. 


RESETS 


Reset 1: If Yun is able to catch an air borne opponent with a jumping 
MK, and lands before they do, he can activate Genei-Jin before they 
land and Zeshou Houho to juggle them before they hit the ground. They 
are now in a juggle state for Yun fo continue comboing them. The oppo- 
nent can parry the Zesshou if they anticipate it, but itis 3 hits and comes 
out fost, so it is difficult to see and do, 


Reset 2: During a mid to full screen Genei-Jin combo, Yun can reset the 
juggle, causing the opponent to flip back and recover. Yun can then hit 
them before they lund on the ground to start a new Genei-Jin juggle 
state. You will know if you are successful if the combo counter restarts 
back at 0 hits, The reason you would want to reset the combo is because 
scaling of the super meter is also reset. When Genei-Jin ends, Yun can 
land a few extra normal juggle hits before the opponent hits the 
ground. Those hits give Yun back some of his super meter. The amount 
of meter he gets per hit is dependant on how many total hits the combo 
was. Refilling the super meter has hit scaling similar to damage scaling. 
But in a reset combo, all of this is reset as well. So each hit after the 
reset gives back o ton of meter because the combo is starting over and 
is only a few hits at that point. 


PARRY SETUPS AND TACTICS 


If you activate Genei-Jin while the opponent is blocking, do some over- 
heads and then hesitate. Make it look like there is an opening in your 
pressure tactics to bait them to hit you. Most opponents will do a low 
move to try to hit Yun during or after an overhead. This is when you 
down parry. If they stuck out a low poke, you can then + + MK > 


Dakai to launch them into the corner and initiate a juggle combo. If they, 4 
do nothing and continue to block, simply continue on with your barrage’ '!!\\ 
of Genei-Jin attacks. ili 


GROUND CROSS UPS 


Yun can cross up Twelve, Alex, Dudley, Necro, Hugo, Elena, Chun-Li, and 
Oro in any corner. 


Yun can cross up tbuki, Yun, and Yong only in his own corner. 


FAVORABLE MATCH UP: CHUN-LI 


Chun-Li controls the ground, but Yun doesn't primarily attack from the 
ground. Yun can successfully attack Chun-Li from the air because she 
doesn’t have any solid anti-cir moves. Use Raigeku Shuu on her. Be 


careful about Raigeku Shuu being pacried, but whiffed Raigeku Shu 


(LK) can overcome this, Even if Chun-Liis successfully stopping Raigeku 


mele 





Shouryuken i covers ie of ground, perfe 
Raigeku Shuu (LK). Yun must be careful every time he j 
jumping HP and HK consistenily stop Yun from jumping in and Raigeku 
Shuu atfempts. Also, since Yun spends so much fime in the air, he is at 
risk for random jump EX hurricane kicks. Getting in on the ground is not 
any easier. Ken keeps Yun away with low MK. 


For Yun to win this match, he must run away. Only attack when itis safe, 
meaning with Genei-Jin activated. Keeping Ken away long enough to 
build up super meter is no easy task. Play carefully with patience, Wait- 
ing for the right times to attack. 


ect for punishing whiffed 2 
jumps. Ken’s 








Shuv rushes, Yun alays has the: option to run away and build et se A 
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SPECIAL MOVES 
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A 2 hit projectile with fire elemental properties A 2 hit projectile with ice elemental properties 
launches from Gil’s fire side. Button strength used —_ launches from Gill's ice side. Button strength used 
determines the angle of the projectile. determines the angle of the projectile, === 


+4u+P Cyber Lariat | +ee +P Psycho Headbutt | 








can 





JUMPING 






(Fire elemental from left side. Ice elemental from Gill knocks opponents into the air with a flying heat- 
right side.) butt and puts them in a juggle siate. Con be used os 


anti-air or to continue juggle combos. 
Cyber Lariat hits at two different points in the move, eo 


which cause different effects. Hitting early in the 
move knocks down. Hitting later in the move knocks 
down opponents in the air and causes a juggle state. 
It can also hit for twice if positioned right. Cyber 
Lariat can be done multiple times 10 continue to jug- 
_ gle an airborne opponent. 


} 


. PARRY (Ht) 


THROWS 





= /~+LP+LK Guilt 


Gill jumps and fracks opponents to land on them with 
a devastating knee drop. 









SUPER ARTS 
SUPER ART AVAILABILITY 


Gill never needs to choose a super art, he always has access to all three. 


SUPER ART 


eure exuogP Meteor Strike | 


Gill summons o meteor shower from the heavens. If any meteor hits, it 
initiates a juggle state and allows the meteors that follow to combo for 


SUPER ART 


SUPER ART MAX 


turer rel Seraphic Wing | Super meter at MAX when Gill is KO'd Resurrection] 


The ultimate super art because Gill is completely invulnerable. Seraphic 
Wing cannot be partied. It does massive damage on c hit, and even chip 


If Gill loses all of his lifebar, but has a full super meter, his Resurrection 
super art activates automatically to revive Gill and restore his health. It 





big damage. Gill is vulnerable during this super art. 







LP > MP 


Whiffs against crouching characters. No real uses. 





COMBOS YOU NEED TO KNOW 


3 HITS 
$+ #4 LK 4 + MK 


Easy low combo. Terrible damage 
but it’s flexible and very safe. 


6 HITS 


+ + HP (2 hits), juggle with an 
early Psycho Headbutt (HP), 
when Gill lands, juggle with 
another + + HP (1 hit), juggle 
again with a late Cyber Loriat 
(HP) 


Basic extended juggle. Con be 
used as anti-air or for punish- 
ment situations. Knocks down, 


STHATEBU 


16-18 HITS 
MIDSCREEN ONLY 


Jump in with a semi early HK, 
land, link + + HP (2 hits), imme- 
diately juggle with a Psycho 
Headbutt (HP), juggle again with 
an early HP: when Gill recovers, 
immediately juggle with an early 
Meteor Strike; when Gill recov- 
ers, juggle with + + HP (2 hits), 
juggle again with a Psycho 
Headbutt (LP), then finally juggle 
with Psycho Lariat (HP) 


Massive damage. Usually dizzies 
most characters. The Meteor 
Strike juggles rather inconsistent- 
ly. Knocks down. 











































tokes a few seconds for Gill to fully regain all of his health. He can be 
hit out of Resurrection before he gains all of his health back. However, 
he pushes opponents away with an invisible 
force that helps protect him while he recov- 
ers. After Resurrection, Gill cannot gain any 
more super meter for the rest of the round. 


damage consumes around 25% of a lifebor. 





+ +LK > PALM UPPER 


Does not combo. Second hit is cancelable. Ok for 
guessing games: mix up + + LK, walk up throw and 
+ +LK > Palm Upper — Fierce Cyber Lariat. 


++LK>++MK 
Fast and flexible. You can tag on another + + LK at 


the beginning for more damage. Very safe too. 





8 HITS 
CORNER ONLY 


Jump in with o semi early HK, 
land ond link + + HP (2 hits), 
juggle immediately with an early 
HP. juggle again with an immedi- 
ate Cyber Lariat (LP); when Gill 
recovers, juggle with HP then 
walk up and juggle again with 

a third HP a 


Instant dizzy combo. Very diffi- 
cult against some characters 
like the shotos. 

The Cyber Lariat 

also misses one hit on 

some characters, though it 
doesn’t affect the combo 
much. Knocks down. 






In the age of the Gods, Gill rules over all. In Street Fighter Ill: 31 Strike, Gill rules over the 19 normal characters as their supreme end boss. Gill is 
much more powerful than the normal cast of characters. He was not selectable in the arcade, however he is available as a secret character on the 
console version as a bonus feature. With his high priority attacks, huge damage off of ludicrous juggle combos, and 3 devastating super arts, most 
characters do not stand a chance against him. 


Gill's body is split down the center to separate his two elemental abilities. His right side harnesses the element of fire. His left side harnesses the ele- 
ment of ice. Depending on which direction Gill is facing, many of his normal and special attacks will change based on what part of his body the move 
originates from. The move will either have the properties of fire, or ice. 
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BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we've made great efforts to give you the best guides possible. 
Now celebrating our yoth anniversary, we'd like to take this opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you're a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish. It's about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER® 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we'd like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if it's good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we wil/ read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 
800 E. 96th Street, 3rd Floor 

Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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Thanks to: 

Alex Valle — Ryu/Ken, Mike Watson — Balrog/Ken, David Sirlin — Dhalsim/M. Bison/Vega, Chris Li—E. Honda/ DeeJay/Sagat, Mike Creque — 
Cammy/Fei Long, Derek Daniels — Zangief/Balrog, Seth Killin — Chun Li/Blanka, David Wright —T. Hawk, Artavan Mkhikian — Guile, and John 
Choi —Sagat. 


Special thanks to Alex Valle, John Choi, Mike Watson, Seth Killian, Derek Daniels, Tom Cannon, Tony Cannon, David Sirlin for being members of team 
Old School, and for keeping the Street Fighter community alive. Thanks to Shoryuken.com for being the best Street Fighter website out there and 
for letting me be a part of it. Finally, thanks to Southern Hills Golfland (now defunct) for creating the best competition in the country. 


CHRIS HAUSERMANN - MOVE LISTS AND SCREENSHOTS 

| wont to thank my lovely wife Sara for all of her help and support. Marco Amitrano, Rob Ocampo, Bob Weber, and all of my friends who, played 
videogames with me back in the day. Dave Blue for his music influences and his competitive nature. My Japanese friends Toshi Kosuge, Mr. Miura, 
Mr. Wada, and Shinya Kuze for their friendship and countless rounds of fighting games. Special thanks fo Taki, and everyone at Capcom for their 
continued support. 


STREET FIGHTER™ II 3" STRIKE: FIGHT FOR THE FUTURE 


ADAM DEATS - STRATEGY AND COMBOS 
| want to thank Forrest Glen Walker for his help with the glossary and other technical matters. | also want to thank the Texas Street Fighter com- 
munity for keeping competifion alive for as long as they have. 


MARK ROGOYSKI - STRATEGY AND COMBOS 

| want to thank Hsien Chang for inspiring me to always improve my game, and to all the Austin 3rd Strike players for keeping the competitive spir- 
it alive. 

KEN SCHMIDT - MOVE LISTS AND SCREENSHOTS 

| want to thank the little arcade next to the pizza place near Indiana University where | first encountered Street Fighter I! and its amazing ability to 
consume quarters. Thanks to my brother, Rick, for helping me feed quarters into that machine and keeping my interest in Street Fighter Il and its 
sequels for many years, 
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Sy ee Combos Give You the Edge in Every Match! 


Detailed Descriptions of Each Characters Moves 
and Special Abilities! 


¥ Best Case Scenario Match-ups for Every Character! 
4% Advanced Techniques and Strategy! 


om Anniversary Art Gallery! 










Detailed Analysis of Every Characters Moves, x / dhitsforgihe 
Special Moves, and Super Arts ! | 


Devastating Tournament Combos to Crush Your Opponents! 


Frame Data for Every Street Fighter™ Ill 38° Strike: ax 
Fight for the Future Character! 


Advanced Tips and Tactics a 
from the Pros! 





$19.99 US/$28.99 CAN 
FOR SALE IN USA AND CANADA ONLY 


ISBN 0-7440-0394-6 
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